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Map Viewer: The structure 


Throughout Hybrid Heaven, you pick up a h | 
you're in is a labyrinth of 3 " 
» lot of weapons and power-ups. Use the twisting corridors and ele- a vara 
life chargers and ability power-ups at vators. Once you activate portion of your health to you. \___ 


the Map Viewer by pressing 
©, you'll be able to navi- 
gate through this dangerous 
underground with ease. 


almost any time, except when you're 
locked in battle at the mercy of an oppo- 
nent. If you think you need it, use it. 

The listings under the weapons 
categories can be used only while engaged 
in battle, while facing your opponent, and 
while it's your turn to attack. 


SR 


Life Charger Large: These 
red blocks return a large 
portion of your health to you. 


+ 


one like it throughout the 

whole Underground. It's used ^— 

to reprogram computers and override 

all existing operating systems. When 
, you find it, you'll definitely need it! 


Memory Card: There's only [ 


| Personal Equipment 


blocks return a maximum 
E portion of your health to you. 


Life Charger X: These purple [ 
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Code Key: This electronic — 1 | 

card contains the security — — 4 Equ 1 P me nt 
codes that allow you into = * n 
different areas of the Hybrid y a £ 
Underground. Some of those c e 


areas require the card to be repro- 
grammed with new codes at Code 
Changers. To use it, simply walk 
toward any security door and attempt 
to walk through it. 


Equipment vault: These are 
scattered throughout the 
gamo ond contak all Kinds of T-T ^. This is your ability to use wrestling moves 
power-ups to help you battle your against your opponents. Once it's e a 


way through. To open one, walk over 
and stand by it. When you’re close won't be able to grapple with them effectively. 


enough, it opens. 


Code Changer: Located 
throughout the levels you } — 
travel to, the Code Changer | ~ 
rewrites the programming 

on the Key Card to allow ey d 
access to different secured inis 
areas. Simply walk up to any 
Code Changer to use it. 


Stamina Charger Small: 
These green egg-shaped 
devices restore a small 
amount of your Stamina. 


Equipment case: Also con- 
taining power-ups, equip- 
ment cases are located 
throughout the levels. 


1 Ee. | Stamina Charger Medium: 
Diffuser: The all-purpose s These yellow egg-shaped 
sidearm for blasting mechan- - 2 h devices restore a medium 
ical critters and security - amount of your Stamina. 
locks. When you're facing sentry 
robots, there's nothing better to 
have. Also, it comes with unlimited i 
Stamina Charger Large: 
These red egg-shaped m 
devices restore a large 
amount of your Stamina. 


ammo. Simply press (2), aim with the — Life Cha X 
* 5 ma irger Small: These 
Control Stick, and fire using & or ©. green hlocks return a small 


portion of your health to you. 


Stamina Charger X: 1 
These purple egg-shaped 
devices restore a maxi- 


mum amount of your 
Stamina. 


Battle Charger Small: 
These green octagon- 
shaped devices restore a 
‘small amount of health 
and Stamina. 


Battle Charger Medium: 
These yellow octagon- 
shaped devices restore a 
small amount of health 
and Stamina. 


Battle Charger Large: 
These red octagon- 
shaped devices restore a 
large amount of health and 
Stamina. 


Battle Charger X: These 
purple octagon-shaped 
devices restore a maxi- 
mum amount of health 
and Stamina. 


Speed Restorer: These 
blue and silver devices 
restore your speed when 
you’re injured or when an 
Opponent has used a 
Speed Drainer power-up on you. 


Poison Restorer: 
Throughout the game, 
there are creatures that 
can poison you. This 


device removes those effects. 


Super Restorer: When 
used, the Super Restorer 
restores health and gets 
rid of abnormalities like 
poison. 


Offense Raiser: This 
device raises your abili- 
ties and increases the 
damage caused by your 
attacks. 


Defense Raiser: This 
device raises your abili- 
ties and decre; the 
damage caused by your 
opponents. 


. Speed Raiser: This > 
device raises speed abil- f 


ity and makes you faster. 


Ring Eraser: This device 
allows you to escape an 
opponent by warping it 
out to another area. 


PRIMA'S OFFICIAL STRATEGY GUIDE 


Flame Shot: A pistol that 
shoots fire at your oppo- 
nents. 


Flame Shot SP: A pistol 
that shoots three bursts 
of fire at your opponents. 


Poison Shot: TI 
shoots poison at your 
opponents. 


Poison Shot SP: A pistol 
that shoots three bursts 
of poison at your oppo- 

nents. 


Ice Shot: A pistol that 
shoots ice at your oppo- 
nents to freeze them. 


Ice Shot SP: A pistol that 
shoots three bursts of 
ice at your opponents to 
freeze them. 
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Hardware and Power-Ups 


Hurricane Shot: A pistol 


that shoots a fierce blast 
of wind at your oppo- 
nents. 


Hurricane Shot SP: A 
pistol that shoots three 
bursts of fierce wind at 
your opponents. 


lon Shot: A pistol that 
shoots a hurst of liquid 
ions at your opponents. 


lon Shot SP: A pistol that. ~ 


shoots three bursts of 
liquid ions at your 
opponents. 


Offense Enhancer: This 
device boosts your 
attack strength for one 
battle. 


Defense Enhancer: This 
device boosts your 
defensive strength for 
one battle. 


RID HEAVEN 


Speed Enhancer: This 
device increases your 
speed for one battle. 


Stamina Booster: A 
device that boosts your 
Stamina for one battle. 


Power Booster: This 
device boosts your Power 
regain for one battle. 


Offense Drainer: This 
device lowers your 
opponent’s attack 
capabilities for one battle. 


Defense Drainer: This 
device lowers your 
opponent's defensive 
capabilities for one 
battle. 


Speed Drainer: This 
device slows your oppo- 
nents for one battle. 


Hybrid Heaven offers an exciting excursion into 


the world of one-on-one fighting. Mastering 
every fight move and jockeying around to get 
the best position against an enemy takes time. 
Understanding how the game works isn’t too 
difficult, but the following details provide 
information to further ease the gameplayer 
into the experience. 


Movement: pirected by the Control 
Stick. Move it in any direction you wish to 
travel. The farther you push the Control 
Stick over, the faster your character moves. 
Hold @) to advance into a run while push- 
ing the Control Stick at the same time. 


Opening Doors: use the Control Stick 
to position your character in front of, then 
against, the doors. Green-lit doors and 
other doors named throughout the text will 
open for you. 


Examining Objects: use the Control 
Stick to position your character over the 
object. Examination automatically takes 
place when you’re properly over the object. 


Talk: You can’t talk with every character 
in the game (usually only those that don’t 


immediately attack you!). Press ®© to talk 
to the characters who offer information. 


Use Inventory: when not in a combat 
situation, press to bring up the inven- 
tory menu. While in combat, you must wait 
until you have the advantage, then press © 
to bring up the menu. Pressing (2) flips 
through the menu lists in both combat and 
noncombat situations. Use the Control Stick 
to select an item, then press © to use it. 


Jump: Press © to jump while standing to 
grab objects or ledges above you. Use the 


Control Stick and © to execute a running 
jump. 


Crawl: Press © to get down on the 


floor. Use the Control Stick to go in the 
direction you want to go. 


Shoot: Pressing and holding C raises 
the Defuser. Press Cz) to fire. Use the 
Control Stick to better aim at high and low 
targets. 
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Battle Mode Stats 


HP: Your current health. A zero means 
you're dead. 


Power: The amount of power you're able 
to put into an effort. 


Stock Power: as you gain experience, 
you also gain the ability to save full- 
powered movements. You can have up to 
five full movements. Use them together in 
Combo format. 


Stamina: Every time you attack an 
opponent, it drains your stamina. As your 
stamina is used up, your power bar 

recovery slows. You can actually exhaust 
yourself against an opponent if you don't 
manage your stamina usage wisely. 


Aa 
Combat 


E 


There are three different ways to handle an 
opponent. The first is to flee, but that would 
make this a short, dull game. The second is to go 
on the defensive; let the opponent come to you, 
and wait until the Fight screen comes up. You'll 
be given three choices to choose from using the 


X4 Control Stick and pressing © to select. 
a7 S ag "a 

| d$ Step: This allows you to move hack, to 
ntcon the side, or forward. 

nutuat. 

paro Guard: this allows a purely defensive 


je 


ol 


block. If you’re successful, only partial 
or minor damage is taken. 


Counter: this allows you to avoid an 


opponent's blow, then counter with one 
of your own. 


The third way of dealing with an opponent 
is to go on the offensive. Press © to 
launch your attack before your opponent 
can. This brings up a menu listing: 


Punch: throw a punch 


Kick: launch a kick 


Combo: choose this when you've got 
moves stocked under the power bar 


P 


^ md 


fifter you're more experienced, your offensive 
menu increases, adding the new moves you've 
learned. Press © to engage the enemy, then 
use the Control Stick to access the menus for 
that chosen action. 

Combos are a series of moves per- 
formed immediately, one after the other. Two 
pre-selected Combos are already made up for 
you, but there are three slots provided for 
Combos you can make up yourself through 
the edit feature that automatically comes up. 

While you're engaged in combat, don't 
forget that maneuvering is a basic strategy 
in your arsenal. Use the Control Stick to get 
behind an opponent and clobber him every 
chance you get for extra damage. 


Wrestling 


If grappling with enemies, press C2) to grab 
hold of them. Be aware, there is a chance 
they could break out of your hold. However, 
you stand an equally good chance of breaking 
their hold by pressing GO if they grab you. 
Once you've locked onto them, a new Combat 
menu pops up. Use the Control Stick to select 
the next move you want. 

When an enemy is on the ground, 
pressing C2) allows you to flip him or her 
over. You can immediately use another move 
on them by pressing ©. 


Extending Recovery Time 


When you're on the ground, dazed from a 
punch, kick, or throw, hold Œ down to add 
extra time for recovery. The power bar 
builds quickly at this time. 
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While in hiding over the years, the Hybrids 
have used Gargatuan technology to manufac- 
ture more than two dozen bioweapons. Below 
is a list of the ones you'll encounter, along 
with some strategy tips. 


Don’t be fooled by the plain orange jumpsuits the clones wear. When clones 
go into battle against you, male or female, they know how to deal serious 
damage. 

Clones have a tendency to learn quickly. If you develop a favorite attack 
plan, they'll learn it and turn it against you. Use boxing techniques against 
them to allow the power bar to charge up, and wrestling throws to buy your- 
self more time. You'll be successful if you give yourself some time to set up 
a proper attack and don’t stand in their faces. 
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Pollux 


Boxing skills help keep the Pollux out of your face, but to do it real dam- 
age, go for the wrestling takedowns you've learned. You can sometimes 
Counter the Pollux, but most attempts will end in failure because it can rip 
through your defenses. Circle the Pollux, just staying out of its reach, and 
let the power bar build up. 


Spica 
Genetically bred as an efficient 
killing machine, the Spica 
attacks without mercy in a no- 
holds-barred fight to the finish. If 


i LS " 


you want to go toe-to-toe with € fom? 27? Thu May 06 

the Spica, he aggressive; attack 009575; 1999 ur 
early and often. If you're low on =x Meus De 

health points, your best course aj LES. - " 
of action is to simply Counter FIOXCESETWNS SS | ee 


every attack the Spica makes. à 
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Box or kick the Gomeisa to keep it off you, and back away to let the [ou N 


power bar build up. If you back away slowly, the Gomeisa usually 
comes at you slowly. Move slowly and the power bar fills more 
quickly. Once you have the Power har built up, stand your ground 
and pound the Gomeisa. 


Clone (Male or Female) 


Seginus 

The Seginus is a serious heavyweight in the world of battling 
Hybrids. It's a very quick and aggressive creature. If you 
attack the Seginus without being powered up, it will shrug 
off your attack. For real success against this creature, let the 
power bar fill every time before you attack. 


Naos 


The Naos is ugly, vicious, and totally 
without mercy. It also packs a num- 
her of power-ups that it uses against 
you. The good thing is that if you hit a 
Naos right, you can knock Life 
Chargers Small from its hand. Wait 
until your power bar fills, then step in 
toward a Naos and punch itas hard as 
you can. 
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Procyon 


To stay alive against this 
opponent, you've got to stay 
moving. Keep an eye on your : 
health bar and keep a ready E 
finger on your inventory list. 
Hit the Procyon and move 
away, circle and jab, and use 
your wresting skills to throw 
the Procyon. 


CET ves 


Kitalpha 


Use boxing moves and 
punches—with a few kicks 
thrown in—to keep the Kitalpha 
off you. Retreat first to build 
your power bar. The Kitalpha 
doesn’t immediately follow, but 
does eventually to attack. Use 
wrestling holds every chance 
you get. On a Combo-powered 
attack, use the first part of the 
Combo to throw it to the ground, 
then rush up behind it while it's 
dazed and throw it again. 
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Mira 


Miras sport poison breath. To 
escape the Mira’s fatal breath, 
Stay in motion and punch or kick 
it often to keep it occupied. Let 
the Combos build. It's hard to 
wrestle a Mira unless you have a 
full power bar. Stay on the 
aggressive. 


Beid 


Against the Beid, your best 
Offense is a good defense. Use 
boxing techniques against it, cir- 
cling and staying back until the 
power bar fills and provides you 
with Combos. When the Beid 
grabs you in a wrestling hold, 
use (3) to shrug out of it. When 
the Combos build up, don’t go 
after the Beid; wait on it to come 
to you instead. 
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Mekbuda 


Ifyou choose to wrestle the Mekbuda, you're taking your life in your hands. 
The Mekbuda is strong enough to consistently break your hold and reverse 
it on you, causing untold damage. Circle with the Mekbuda and lean on it 
a lot to stall for time and let the power bar charge fully. 


Muphrid 


The Muphrid is especially dangerous when you try to 
pull off a wrestling move. It's big and strong, and too 
bulky to easily seize. Stick with the boxing technique of 
pulling back, letting the Combos build, and punching for 
all you're worth. Take every opportunity you get to hit the 
Muphrid from behind to do extra damage. 


In addition to powerful fighting skills and really bad hair, the 
Dubhe spits poison. Since the Dubhe spits poison only when 
you get very far away, your best strategy is to stay close. 
Constantly punch and kick the Dubhe to keep it off-balance. 
Throw in Powered wrestling moves to really take the health 
points off. And be sure to take advantage of an attack from 


behind to get the extra damage. 
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Kevin Young 


Made from the DNA sample of a Secret Service agent, this 
new and improved Kevin Young comes with genetically 
altered flesh and bone structure. Make sure you've got 
plenty of Life Chargers. Start out using boxing tactics; 
circle and stay away, Guard yourself, and use the 
occasional counter. Remember to use (2) to break out of 
any wrestling holds. 


Dubhe 


Men in Black 


The Men in Black learn quickly, so try not to use the same move 
repeatedly. Stay close to them because they have a tendency to 
pull pistols and start blasting away once you get too far away. 
Your best strategy is to punch and kick, and stay moving. Circle 
to let the Combos build up, then lay into one of the Men in Black. 
Give him a change-up with the occasional wrestling move to put 
him down. As he gets up, hit him from behind. 


Capella 


A Capella is tough, but it is also 
incredibly slow, moving only as 
fast as you set the pace. So back 
away and let the Combos build. 
Don'ttry to wrestle the Capella! 
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Berserker Battle Moves and Enemies 
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Muhlifain 


Besides its obvious power, the Muhlifain also has a laser, 
rocket launcher, and throws grenades. The strategy with this 
first Muhlifain is simple: step close and avoid the chance of 
getting hit by its lasers. Use the Guard option while you're 
fighting toe-to-toe. Pound the Muhlifain every opportunity 
you have to keep it off-balance. Circle behind to lay it out 
with a powerful punch and get lots of extra damage. 


IL mm 


co Cebalrai 


To stay alive against this creature, 
stick mostly with boxing moves. 
Fend it off, then beat it down with 
Combos. Use the Cebalrai’s ten- 
dency to start and stop in its motion 
to build the power bar. 


Sargas 


The strategy for the Sargas remains definite: use 
boxing tactics. Step in for a few quick punches or 
kicks, then drop back and circle the Sargas to build 
your Power bar. The Sargas is an effective wrestler, 
so stay out of its grip. 
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Pherkad 


One good thing about the 
Pherkad's programming is that a 
lot of the time it simply ignores 
you. It follows a pre-set path as it 
wanders around the rooms it's 
left in. However, once you catch 
its attention, it has no problem 
targeting you with its laser and 
pulling the trigger. Stay loose and 
stay in motion, and hit the 
Pherkad from hehind to get the 
most damage points. Don't try to 
wrestle it. 


2 i OJi- - a 


®i<_@@e@eae @< 


Antares. 


fintares 


The Antares eats whatever it can get its hands on and spits boiling 
steam and scorching flames. Remember that any creature with a dis- 
tance weapon must be fought close in. Stay tight on the Antares and 
hammer it with Combos. If your inventory is packed with power-ups, 
consider using Offense or Defense Enhancers. A Speed Drainer would 
also come in handy, giving you just a little extra time to beat on the 


Tegmine 


The main strategy with the Tegmine is to avoid getting hit. 
Keep a Life Charger handy and don't let your Health drop too 
much. Hang back and punch the creature; don't go toe-to-toe 
with it. If you get it in a wrestling throw with Power built up, you 
can do some serious damage to it. Hitting the Tegmine from 
behind while it tries to get up adds to that damage. 


filkalurops 


The most dangerous thing about the Alkalurops is the 
distance-covering lunges it makes. It can take away 
several feet of safe breathing space in a heartbeat. 
The best strategy here is to back away and let the 


Combos build. 
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Gacrux 


The Gacrux is aggressive and fear- 
less. Once you start getting the upper 
hand, the Gacrux unleashes a breath 
weapon. Don’t attempt to wrestle the 
Gacrux; it can counter almost every- 
thing you throw at it. Don’t be aggres- 
sive against the Gacrux; circle and 
give ground in front of the Gacrux for 
time to build up Combos. Use the 
Combos to beat the Gacrux back and 
attack from behind to get the extra 
damage awarded. 


Rigel pare a 
45752 1999 Retr Pathe 
The Rigel's distance weapon is rab@mutualnavigant.com:Re 
hurricane breath that does a lot of 
damage, so stay close to prevent 
the Rigel from using it too often. 
If you get too close, the Rigel filgol 
uses a force blow that does no 
damage but knocks you from your 
feet and leaves you temporarily 
vulnerable. Like the Antares, 
wrestling the Rigel is nearly 
ee " impossible. Stay close, take a 
little punishment, if you can, in 
order to buy time for the power 
har to fill. Then hammer the 
Combos home. 


When the Algol turns invisible, follow one cardinal rule: hit what 
you can't see! Circle the Algol and build up the power har, then 
hammer it with everything you have until it goes down and stays 
there. The best time to launch an attack is right after the Algol 
reappears. The Guard option is extremely effective on the Algol; 
Guard against its moves while your power bar fills, then unleash 
all those stored Combos. 


‘4 961 


Polaris 


As with the other opponents you've encountered with 
distance weapons, give yourself some room to work against 
the Polaris. Stay close to keep its breath weapon from 
becoming a major factor in the battle. Use a Speed Drainer 
if you need to, or maybe one of the Offense Raisers or 
Drainers. If you move quickly and save up for those big 


Combos, you'll have the Polaris down soon enough. C 0 Y C a Y 0 l i 


Besides turning invisible, the Cor 
Caroli hits so hard you'd think it 
mee could punch out license plates. It's 
2 fast and aggressive, and comes 
directly at you. Wait on it to take 


best shots. Also, usil 
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i The ice-hreath weapon is probably the Fomalhaut's greatest threat, reature is extremely useful. Guard 
hut it's no slouch in the fighting arena either. It's quick and mean, and counter when you can, and 
and attacks aggressively. Your best strategy against the Fomalhaut stay in its face. 


S is to attack and stay on top of it. Get in close and stay there so the 
^ ice-weapon doesn't get used. Punching and kicking takes away most 
of its health, but if you get a chance at a wrestling move, use it and 

quickly attack from behind. 
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Canopus 


; | Big as the Canopus is, it's a boxer using 


Berserker Battle Moves and Enemies 
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Dr. Bross 


Dr. Bross is maniacal and diabolical. Fast and lethal, Bross is not someone to mess 
around with. He'll kill you in an instant if he gets the opportunity. Your job is to not 
give him that opportunity. Fight him like a boxer, not worrying too much about using 
wrestling moves as he can tum those against you quite fast. Circle and jab, letting 
the power bar refill as quickly as it can. This is the first opponent you should defi- 
nitely use power-ups against. 


TSE 


a lot of the same techniques you've Sb. 
learned. Try to stay out of its reach until | Xs E 
you build up a Combo, then hammer i "oy 
those blows home. H 
5 ne 
tee Ls 


Zosma 


Besides being incredibly quick, the Zosma possesses a poison 
breath weapon. Your best strategy is to stay close and only build up 
adouble-Combo. The Zosma's weakness seems to be for wrestling 
holds. Use the first of the Combo to throw the Zosma to the ground, 
then step in behind it and clobber it to do extra damage. 


d^ 


Mebsuta 


Definitely avoid going toe-to-toe with this creature. Stay back 
from the Mebsuta and concentrate on boxing. Wrestling will 
simply get you into trouble time after time. Build up two- or 
three-hit Combs and beat the Mebsuta to the ground. 


E 
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Castor 


As with any of the ham-fisted warriors the Hybrids turned out, stay back from 
this creature and use your boxing techniques to keep it off you. Even then, 
the Castor is incredibly aggressive. While you're building Combos, it is too. 
Circle and let the Combos build up. You probably won't have time to build up 
a five-hit Combo more than once or twice, and even then you're going to be 
hard-pressed to keep from having your head handed to you while you're 
doing it. Get a Combo together, let the Castor come after you, and use it! 


aye 
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Jerry Silver 


Besides being loaded with 
power-ups to replenish lost 


health, Jerry also packs an j Rot rem "n May 06 file A H U nt g r 


arsenal of weapons that he uses /4 095752 1999 Rer nPate«car- 


without mercy. Your strategy here ara a Nant eom ce This fight isn't as much about winning as it is 
is simple: It's an extension of other $ * surviving! Hunter and Jerry must have gotten a 
Strategies you've developed. E special deal on pistols because they seem to be 

Stay in close to Jerry and pound 2 everywhere. Hunter circles you boxing style as 
him every time the power bar is Jong as you stay close to him, but he remains just 


full. If you have plenty of weapon 
power-ups, consider using some of 
them. Butremember that you need [| [| 

some in inventory for the final boss | || 


out of grappling distance. Wait until the power ky 
bar fills the Combos, then take him apart. If he’s I 
right in close to you, punch or kick him to buy 

yourself some time and distance. Stay moving to 


of the game, whose appearance is i D stay alive. If you've been saving those power- 
forthcoming. Hit Jerry from behind lay 06 ups, use a few to weaken him. 

every chance you get to increase Wathscar- 

the damage you inflict. 


Mi Goea the Traitor 


Mi’Goea the Traitor appears in three forms. In his first form, he has amazing mental 
powers that allow him to cast bolts of pure force, flame, ice, and poison—and he 
flies. Stay close to the Traitor, but not too close. He has a wall of force he can project 
that will knock you down and give him the chance to hit you with the psychic attack. 
Your best strategy is to hit him every time he starts to do the psychic energy attack. 
Even if you don’t have a full slot in the power bar, your attack will disrupt his, saving 
you some serious hurting. 

Mi'Goea, in his second form, is exceedingly difficult to kill. He has a breath 
weapon, can strike with his tail, and does incredible amounts of damage. If you have 
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lebernutuainavgant com a lot of pistols, you can whittle him down to size in no time. If you end up in a toe-to- 

ives: faba uuu toe confrontation with him, monitor your health bar and use the Life and Battle 
[2042011431by pr Chargers, and Super Restorers as you need them. Be sure to have Poison Restorers. 

uci PAESI While fighting toe-to-toe with this monster, be aware that a heads-on approach isn't 

Ww Eepe effective unless you have a major Combo built up. The best place to be is at Mi'Goea's 


side. Circle with him as he turns to stay out of his reach, then pound him when you've 
got a Combo built up. Keep attacking this way to put him down. 

Once Mi'Goea changes shapes for the last time—which he'll do—he's a walk in 
the park to beat. 


Diaz 

Diaz is a great fighter, but with all the experience you 
have, he's definitely going down. Fight smart; stay 
back and pound him when you have Combos. Use 
power-ups to slow him, strip his defense and offense, 
and power yourself up. aa 
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i Interlude: 
| The 
. Beginning 


The story moves to the New 
York City subway. 


Before Johnny has a chance 
to react, he's shot down by 
Diaz. 


FW e. 


One of the Men in Black is 
killed during the fight, and his 
body immediately begins to 
disintegrate. 


WASHINGTON D.C. 
19. DEC. 


The threat against the whole 
world develops in Washington 
D.C. on December 19, 2000. 


Johnny has a friend waiting 
there, too. 


Diaz is immediately taken into 
custody by the Men In Black 
with him. His gaze is drawn to down, strange thoughts keep 
bes woman's panic-stricken intruding into Diaz's mind. He 
yes. loses his footing as he gets 
ym RE ml us ed OS set against the other Man In 
fpatio alles 98792 18 R& Black. Then Diaz falls over 


the elevator's side. 


As the secret elevator goes 


Bioweapon Storage Facility 


A news story breaks about the 
coming peace agreement 
between America and Russia. 
American President Weller has a 
put most of the talks together. man named Diaz. 


A clandestine meeting takes 
place. It includes a dangerous 


The Men in Black take Diaz to 
a secret elevator that drops 


into the bowels of the city 
7am and try to hold him captive. ) May e At the bottom of the long fall, 
52 196 mrana - imeem. Y Paha Diaz's body stops, floating 
us DI DiRe ifa avem nianagan com nec against some kind of anti- ng 
sal „si. p 


gravitational field. 
EES EE 


Johnny Slater is the last to 
arrive. 
7 At the home of Secret Service WESS — 
Agent Johnny Slater, a mysteri- 
ous visitor arrives. He tells 
DJ I«— Johnny about the invasion 
e» |«— 4 plans, saying President Weller =æ #4] 


W5 vill be replaced by a clone very NX 


— | — soon before the peace talks. He J 
D. l c also reminds Johnny to act ESI 


human and stay close to the 
President. 


Diaz breaks free, pushed by | 
--4 needs and urges he doesn’t oe 
[IE completely understand. - 


Ô o 


When he wakes, Diaz faces a 
pair of huge doors and walks 
through. The doors lock 
behind him. 


Before Johnny can get close 
to the group of men after 
> walking past the woman and 
ignoring her, Diaz hears a 
2 | voice inside his head that 


& orders him to shoot Slater. 


5 
Ladder 
p 


Trench 


On the other side of the A ladder is at the back of the 
doors, strange metallic room, and a Clone in an 


shapes that are obviously orange jumpsuit works at a 
some kind of security system computer console to the left. 
float in front of Diaz. 


Elevator 


7 Level 1-1 


. Note 1 | 


J 
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"S Unlocked doors you can 
get through are green lighted. Locked 


ones are red lighted until you find 


Talk to the Clone to learn 


about the Code Key. the security releases that unlock 
UaES " sm them. However, some doors remain 
locked throughout the game, hiding 
The sentry robots will become |) 997 ^ ^ e? Thu May areas that yov will go through in the 
a problem later. For now, sim- B Do» To talk to the Boll latter half of the game. 
ply walk between them. miva Clone stand really from ber tmut 
e x , 
p" close and press 
zl 
4 " Note d J the V Button. Do A d 
| fs yo nk dun, FAM this twice to com- on 
An ch | plete the whole 
sentry robots on the p : 
level below. This is your : cycle of available 
first indication of how big — . : conversation. 
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the valer maze is. 
: | puana 


On the other side of the door, 

you discover that the sentry 
AT s robots here aren't as friendly 

At the bottom of the stairs, a as the ones on the last level. 

locked security door stands If you get too close, they 

to your left. Another door lies — open fire on you. 

ahead of you. 
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Walk to the ladder and go 
73 Go through the door at the down. 
m «c. end of the catwalk with the PEL —]-— 
sentry robots in tow. x z oe 


— Note ` d - : 
To walk through unlocked doors, sim- : Whip out the Defuser and 
ply stand in front of them and push ~_ m a Walk through the door at the blast those robots to bits. It 
the Control Stick forward. back of the room. takes a few shots to get it 


To use the 
Defuser, 


; RJ, then use 

4 ® or (Z) to fire. fim 
by moving the Control 
Stick. find fire early— 
you have really great 
distance capabilities on 
the Defuser! 


HER RENE E 


Two new sentry robots guard 
the next door. These are 
smaller and equipped with 
laser tracking sights. Blast 
them out of the air as well. 
Go through the door. 
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2 |* The first Code Changer you 


press and hold 


©) then press ®©. Press (2) to 


D JWM there. 


To use items 
from your invento 
ry, press G), select Item, 


| cycle through the lists of 
Refresh Items and Weapons. 
Use the Control Stick to make 
your selection, then & to 
select and use it. 


Walk to the Code Changer and |; Ihu 

change the Code Key. 1999 Rd 

ualnavigar 

| mived: from ber tq 
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Caan, 


Walk back to the other room 


where the ladder is and go 9772 Thy 
through the security door | CUM RÀ 


Talk to the Clone at the end 
of the corridor to find out 
about the deadly sensors and 
the Defuser you carry. Only 
executives carry these. 


y143.tby 1 


Take the elevator down. 


a Aly : 


In the corridor on the other 
side, blast the laser-equipped 
sentry robots nearby. Cross 
the corridor to the door on 
the other side and enter. 


Search behind the crates in 
this room to find the equip- 
ment vault with the Life 
Charger Small. Return to the 
corridor and head to the left. 


immat from bor tmutualt a 
enm be rna traeicom 


Blast security robots along the a 
way. One of them by the green- Š 
lighted door will drop a power-up ae 


el ode Vi after it's blasted; be sure to get 
H peas R up bg nbi num u LILTLUES, it. Go through the other green- 
against the back wall. To the SZT] EL UELLE Sood: lighted door on the left. The red- SPa 
right is the first of the equip- — fl lighted doors are locked. hy y$ 
op o — ri CO Gt — Ee ARR 
Th | nan SOOM K3 — a .— 


B — "0 
Walk through the red door 
ahead. 


Zt oy 
=» More of the laser sentry 
SIT: robots are ahead. Go slowly 


and blast them. Cross the 


Walk over to the equipment trench ahead. Blast the sentry robots inside 
vault and open it. Take the the room. Walk toward the 
Life Charger Small. ladder at the back of the 


room and go down. 


Lire 


Charger 
eman //W 


Elevator 


g 


f 


4 ; 
At the bottom of the ladder, — "EOS 
turn around to spot the sentry >= 


up the crates to the wall. 


| From 7% 

095752 
Notice the blue force cage in 
front of you. Though it’s pos- com (be. 
sible to navigate around it, [20420 
drop down to the floor to see 
what you'd miss if you didn’t 
solve the secret of how to 
turn it off. 


Climb back up on the wall. 
Shoot the box with the glow- 
ing lights to explode it. 


robot at the top of the wall. From 272677? Thu Ma 
Pick it off from the floor level | 029792 1999 RAMs 


$ n Jabemutual. navigant.com>Rece: 
with the Defuser. Then climb vedo f 


labemutualnay.. 


Head across the room to the 
door on the opposite side and 
go through. Take the Life 
Charger Small inside. Leave 
Leave this room by the door this room and go through the 


three doors; two of them are 
green-lit and one is red-lit. 


Entering the next corridor 
causes the door to lock 
behind you. Walk forward to 
the crate on the left side of 
the red force shield. Shoot 
the red security lock there to 
drop the force shield. 


berto. 


~ 
DO 
mn 
m 
[9 
= 
fe c Ladder 
Once the glowing box is Life Pod 
gone, a blue security lock is 7 Thu May 0G 
revealed on the wall. Shoot — 9 Paa 
the lock with the Defuser pha 
until the lock explodes. ox 
irpamot tier, [20420...43:1by pamot her 


After the lock is blown, drop 
down and head into the room 
that was protected by the 
force shield. Enter the Life 
Pod to regain full health and 
save your game. 


to the left. The next room has other green-lit door to the left. 
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At the end of this corridor is 
a walk-in cylinder that gives 
information. You can’t read 
the information and trying to 
get it sounds an alarm, but an 
automatic sequence shows 
you operating the controls in 
front of you. 


¢ 


Note | 


You'll find out F 
who's putting all 
these things in your 
mind later. That's part of 
the surprise. Be patient. 


^m V 
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While all the alarms are blar- 
ing around you, run back and 
go through the door you 
entered to get here. 


ACCU. VV 
FEES à ss 


OJ'1<—Q.” Now the two rea that were 


Obviously scared, the man 
recognizes you and tells you 
that someone has opened the 
Cells that stored the 
bioweapons. You know it was 
you, and before very long, the 
Clone realizes it too. Before 
he gets very far with his story, 
he’s attacked by one of those 
freed bioweapons and killed. 


“ual ange 

Then the bioweapon, a Spica, prs u 
mutua 

attacks you. SUPR 


that comes up. When the 
Spica engages you, the 
defensive menu pops up, giv- 
ing you a selection of Step, 
Guard, or Counter. Select one 
option with the Control Stick 
and press b to use it. 


When entering battle with the ` s 
Spica, notice the Battle menu 


HeOQe 1 e<e>>e+--et 


A. 


Genetically bred as an efficient 
killing machine, the Spica 
attacks without mercy in a no- 
holds-barred fight to the finish. 
The Spica is a creature known 
to go straight for the jugular. 

If you go toe-to-toe with the 
Spica, be aggressive; attack 
early and often. However, if 
you're low on health points it's 
best to simply Counter every 
attack the Spica makes. This 
way, you don’t lose health, and 
the Spica hits the mat with four 
or five punches. 

Notice how the power bar 
across the top of your screen fills. 
When it's completely full and flash- 
es bright green, you're loaded with 
optimum power. That's when you 
should strike. Back away from the 
Spica until it fills, then let him 
engage you again. 

Continue your aggressive 
attack and circle the Spica until 
your power bar fills, then step in 
and whack him! 


Strategy: The Spica is the 
easiest enemy to kill. Simply 


Counter each attack when the 


Battle menu shows up to kill 
it. At this point, if you try to 
attack and he aggressive it'll 
hurt and maybe kill you. 


Each time you attack on the 
Counter, you get stronger and 
learn more skills. Further into 
the game, try to balance your 
abilities and keep yourself 
strong in all areas. 


Beate 


When the fight is over, you 
get a rating on your perfor- 
mance. If you achieve a score 
of S or SS, you receive a 
power-up. 
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Go through the door the Spica 
came through. Blast the sentry 
robots on the other side with 
the Defuser as you go down 
the corridor. Go through the 
door at the end of the corridor. 


EP Ps green-lit earlier are red-lit. SAO $ — DIDO 
XRAY LW Approach the door on the CAO Gee OG S JL 
N= | ~N opposite side of the room (the i” ~ "S G H O 
[J = «JJ one that was red-lit but is now « 


green-lit). As you get there, 
the door opens to reveal a 


: Pay attention to the stamina bar. fls you com- 


Approach the Clone on the 
right in the next room. Talk to 
him about the bioweapons. 


’ plete each wrestling move, note that it causes a 
^4 Significant drain on the Stamina available. The power level will rise 


again given time, but use punches and kicks to buy yourself that time. 


Clone running for his life. 


ám 


J Note J . ; 

x To survive, you must be smart and sometimes 
ENS r- / patient. To get the power-up, you must be aggres- 
E á sive. Each victory brings a different power-up, so it 
is important to win every fight. fifter the battle, press S to 
bring up the inventory menu. If you stuck with the counter 
strategy, your skills should improve because yov learn new 
moves. Select Status to find out which skills were strengthened. 
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Regeneration Life 
Pad Room) Chargers 


nag 


Green Lock 
[* To w 


Patliscar- 
comeRece 
peu: ur avy xa cornet Uae raval, 


Talk to the Clone in the next TERM 
room to find out you can santa 
crawl under the broken gate. 
Crawl under and come up fir- 


zo. ge 
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mortal raval mived from ber tmutuall 


the Clone. Now that’s ugly! 
And it looks like it would be 
tough to take down. You're 
going to get to find out. 


This corridor houses a new 

menace: Anklebreakers. | — 
These little furry critters ENS 
sneak up on you and are 

extremely dangerous. Blast 

them with the Defuser. It usu- 

ally takes two direct hits to 

eliminate them. 


Leave through the door at the 
back of this room. 


Enter the green-lighted door 


Want a preview of some of ing at the sentry robots on 7? Thu May 
the bad news yet to come? the other side. 399 Rer nP: 
Walk up to the glass behind jant.com>kece lem alnavigantcom>, ece 


Jia Itravelcom t 
by. pam” 


ET, " finother way to >” 


3 Tp j Haven't tried crawling before? Press T to get 


JZ, down on the floor and use the Control Stick to 
direct your movement. Unfortunately, you can't use the Defuser 
while crawling—but you can be shot! 


ee 
NH 


Talk to the Clone to find out 
about the Map Viewer that 
you have. Leave the room 
through the red-lit door on 
the wall behind the Clone. 


Turn and face the Spica that 
materializes in front of you. 


on the left. Turn to the left in 
the next room and open the 
two equipment cases there to 
get the power-ups inside. Take 
the two Life Chargers Small. 


Let the Spica come to you. 
When the Battle menu comes 
up, select the Counter option. 


4- / wt rid of 

finklebreakers is to 
make them self-destruct. Get 
close and listen for their 
warning growl, then leap up 
and over once you hear it. 
They'll explode behind you if 
you move quickly enough and 
time your leap. 
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Keep selecting the Counter 
option until you beat the 
Spica down. 


Notice how the 


your and the Spica's 
bodies glow red. The figures on the 
| upper- and lower-right screen show 
damaged areas too. When a crea- 


After a few Counters, the | n i =) 
Spice staps aun ad yen | ture (or yourself) is heavily dam: 


gain more experience points. 


aged and slowed, the figures turn 
blue. If poisoned, they turn purple. 


o 


The faster you kill the 
bioweapon creatures, the 
more you gain in experience 
and power-ups. But remem- 


Shoot the green security 
locked door until the lock 
blows up. Go through the door. 
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ber: know when to pick your 77? Thu May 06 > Rom 777977? Thu May 
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go for it! lab@mutualnaviganticom>Rece labe@mutualnavigantoor 
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The corridor outside the door 
dead-ends to the right. But a 
ladder leans up against the 
right wall on the left. 


This is what the regeneration 
pads look like. Be aware of 


and fight, and you move 
quickly enough, you can sometimes 
avoid some of the battles in rooms 

with Regeneration Pads. Stay near — » 
the edges of the room and streak for 4 
the doors to avoid your opponents. 
When one of the bioweapons gets 

close enough, you'll automatically 
trigger a battle and you won't be 

able to escape from it. 


~ ^ them because if you have to f í a Paan ggremwanavga om» 
T oO d come back to one of these ES bd Hu fi orm rare A UE" egit rave. 
rooms, you'll definitely be in [ - om (be tmu j bo z 
for a fight—a creature will ee bá VEI | -edpis IW 12 b "E 
EM "Lo enenns A T, in o hp n pg 
— Ti | - ISO 000tm sip J^ If you feel you don't GÉ If you're not ^ c^ BI 
k^ rn J have the health to stand £ up to a potentially 
| 
| 


Exit through the room's only 
green-lit door. Shoot the laser 
sentry robots to clear the 


next corridor. Avoid or 
explode the Anklebreakers. 


wounded parts of d 
b first time yov 


JE alizes. Eventually, the regener- 
xp ators stop functioning, and no 


| new power-up each time. 


77? TMUN 
999 Rar. 


This is also the 


enter a room with a 
regeneration pad. Keep in mind 
that each time you enter this 
room from either door, a new 
Spica for you to battle materi- 


more Spicas will appear, but 
until then keep fighting. fill 
regeneration pad rooms are 
clearly marked on the maps. If 
you're really good at fighting 
the creatures at certain regen- 
eration pads, stay with them; 
high-scoring wins give you a 


| 
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A Pollux hangs on the ceiling 
above you. If you walk out into 
the middle of the corridor, it 
drops and challenges you. 


tough battle right now, stay 
against the wall to your left and 
make your way around to the lad- 
der. The bioweapon creature hang- 
ing on the ceiling in the middle of 
the corridor won't drop on you 
that way. If you want, you can 
always come back and take him 
on after you've got more health. 


| 
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if Countering this creature 
doesn’t work. It only delays 
the inevitable: you have to be 
aggressive. 


The Pollux is another really tough 
critter developed by the Hybrids. 
Boxing skills will help keep the 
Pollux out of your face, to cause 
real damage, go for the wrestling 
takedowns you've learned. 

To grapple the Pollux, lunge 
close to it then press and hold R. 

Once you've secured a hold on 
your opponent, press B and a com- 
bat menu that contains the moves 
currently available to you pops up. 

Although you can sometimes 
Counter the Pollux, most of those 
attempts end in failure as it rips 
through your defenses. Circle the 
Pollux, just staying out of its reach, E 
and let the power bar accumulate. — ME 
Notice the more you move, the | 
slower the power bar builds up. 
Sometimes that can't be helped— 
you have to stay alive too! 

The wrestling throws you get in 
on the Pollux bring it to a quick 
end—especially if you catch the 
creature from behind. Stay loose 
and moving, and build up the 
power bar for your attacks. 
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As soon as you enter the 
room, a Seginus attacks. 


Wrestling holds work best 
against the Pollux. To seize 
the creature in a wrestling 
hold, either wait for it to 
come to you or go after it (the 

former is more effective). | 
When you get close enough, ] 
press R and hold it for as long 
as you want to restrain the 
Pollux. 


Keep locking up with the 
Pollux and throwing it. 


” 
^ed 


» T ip k Pay attention to your 
V 


s power bar in Battle 
Mode. When the top fills 
a ZO with green and brightens, 
i you're at your peak to make 
a move. Choosing your 
strikes and when you attack 
becomes more important as 
you advance in the game. 


If you get your opponent from 
behind in a wrestling hold, 
use the running headlock to 
do even more damage. 


The arm throw is extremely 
effective against the Pollux. 


Take the Pollux down quickly 
enough and you'll get a 

power-up. Once the battle is 
finished, go down the ladder. 


EX Wrestling moves work well 
against this opponent. 


Chárger | dig Vr mu Ma 
Small | 


Outside the door, head left. 
Blast the sentry robot and claim 
the Battle Charger Small and the 
Life Charger Small in the two 
equipment vaults. Walk back to 
the other end of the corridor and 
go through the door there. 


But make no mistake, 
Seginus is no slouch in the 
combat arena! 


NCC ON. dE 
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The Seginus is a serious heavy- 
weight in the world of battling 
Hybrids. It's an aggressive crea- 
ture, and very quick. 

If you attack the Seginus without 
being powered up, it shrugs off your 
attack, then tums on you. If you 
can't knock the Seginus down, pre- 
pare to take some damage. Once 
your power bar is full, you can 
knock the Seginus down every time. 

Wrestling moves work best 
against the Seginus. The throws 
especially pile up a lot of damage. 
Once the Seginus starts catching 
on to your throw strategy, slip back 
into the full-powered kicks and 
punches. 

For real success against this big 
creature, let the power bar fill 
every time before you attack. 


Your strategy here should be 
to drop back and let the 
power bar fill and turn bright 
green. Once it does, attack 
with the wrestling moves to 
effectively damage Seginus. 
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With Seginus 
as your opponent, 

practice backing away and 
letting the power bar fill 
up and turn bright green to 
give you the optimum 
attack. 


You can't get to the equip- 
ment vault on the raised plat- 
form yet. Go through the 
other door in this room. Shoot 
the sentry robots guarding 
the lab. 


Ls 


Watch out for the 
Anklebreakers in the next 
room. They're all over the . 
place, and they're very quick. 


The blue spot is another ele- 
vator. Take it down. 


When Seginus begins avoid- 
ing your arei pacity Climb the crates to the right 
close in and kick or punch c of the door by pressing A and 
him. When he goes down, - p | the Control Stick forward. 
your experience adds up | 

again. 


Examine the force field and 
from 777@77? Thu May O6 the door at the back of the 
aay gir Ptaa lab. It’s time to find the secu- 
1 ©» \pmeRec rity lock. Return to the corri- 
dor i 
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Enter the Life Pod on the left ` 
to get your health back and Walk to the corner of the 


save the game. crate and shoot the sentry 


Find the yellow security lock Ti robot guarding an equipment um 
on the wall to the right of the | vault. Leap over the equip- | 2 
door you entered. Shoot the £ &rom77977 1) — ment vault and take the Life ge Once you get close enough to ES 
lock until it explodes. <A the Clone, he attacks. 


d E £ É Charger Medium that’s inside. — reso 20-1 
oo EINEN jt ee 
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ea A- «P ~ Turn around while you're "3 A = 
x ! e bios "s to frae inis ICH Leave the Life Pod and go 100¢ iin Pad tag eer = The Clone here is tough. Once \Vel< 
oes dor and go Arai tho next Sri through the door. In the next O Saat anotlier ph Hic you pull a move on him, he'll 
of cl corridor, there’s a door to the Der an remember it and counter it the 
door. Walk to the blue spot at T : exploding crates overhead. i 
the back of the room. right and a Clone working at Shoot it until it blows u next time. Your best strategy 
: a console to the left. Enter p. is to start out with a couple 
the door on the right first. wrestling moves, then jump in 


with punches and kicks to 
keep him off balance. 


| 


Enter the other door in this 
corridor and walk into a sec- 
ond warehouse filled with 
crates and Anklebreakers. 


Climb the left crate in front 
of you and blast the sentry 
robots out of the air. 


Tp z fifter you defeat the me 
6^. r^. Clone, return to the 


m7 
51521 life Pod long enough to 


QUE return to full health without 


using a power-up. There are 
no regenerating threats 


except the finklebreakers and = Once you put the Clone down 
E after a fight, you'll have 
the sentry robots. They can | learned a lot of new skills. 
be killed easily. k Return to the Life Pod to get 
Don't he fooled by the plain orange : | your health back up if you 
jumpsuits the Clones wear; male need to. Open the equipment vault 
or female, they know how to hurt 5 E behind the robot sentry to get 


the Life Charger Small inside, 
then blast the red security 
lock on the wall. 


you during a battle. 

The Clones have a tendency to 
leam quickly. If you've developed 
a favorite attack plan, they'll leam 
itand turn it against you. Use hox- 
ing techniques against them to 
allow the power bar to charge up. 
If you get a chance, use wrestling 
throws to buy yourself more time. 

Clones are beatable as long as 


you give yourself some time to set Countering or guarding are 


ÁKÁyi12e4 obeí101 sg uodeamoig 


up a proper attack and don't stand also good options. Wrestling still provides the 
ie right in front of their faces. most damage. Don't forget to 
retreat long enough to build 
NE FONE Wee your power back up to bright Climb the second level of 


green. crates and blast the sentry 


robots within your range from 
there. 
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Offence Crate 


Kaiser # 


^j Offence 
Enhancer 


When it comes to 

the sentry robots, 
shoot some from the floor 
instead of climbing on the 
crates first. From the crates, 
you have to aim up and that 
gets a little tricky. Just 
Watch out for the creeping 
finklebreakers. 


Destroy the other sentry 

robots and take the Life exe 
Charger Small from the equip- XJ. V 
ment vault near them. Enter 10) O 
the door at the end of the line Z< J] 


A Naos attacks from out of 
the shadows. 


=A 
e 
e 
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The Naos is one of the quickest 
moving threats you'll encounter in 
this arena. The Naos is ugly, 
vicious, and totally without mercy. 
It also packs a number of power- 
ups it uses against you. The good 
thing is that if you hit a Naos right, 
you can knock Life Charger 
Smalls—one to three of them— 
from its hand. 

Wait until your power bar fills, 
then step in toward a Naos and 
punch it as hard as you can; kicks 
don't release the power-ups, but 
wrestling sometimes knocks the 
power-ups free. On the first Naos 
you encounter here, if a Power- 
punch doesn't work, change to 
wrestling throws; one of them will 
free up one to three Life Charger 
Smalls. 

The Naos moves more quickly 
and decisively than any other crea- 
ture you've encountered before. 
Circle around it, boxing style, to 
slow it down. Stay in close and 
keep moving in one direction or 
another consistently. Just watch 
out for walls! 


ZZ C 
1999 Rd —— 

i i ORA 
PNIA Use punches and kicks to ^ Use wrestling moves whenev- 
trmutua| Weaken the Naos. Velcon €r you can. 
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fi Naos 
seems hard to 
wrestle at the beginning of a 
battle. Punch and kick a few 
times to beat down its 


#77 Th fay 06 ; 3 X E 

1999 M defenses, then wrestle it. Paha Take — k tha TAN 5 NI 
Pis : z Som>Rec your oppone! nd wi 

Big ever sie wp on punching MEE heir backs to you. Atak om 

t and Kicking, though, and be i 

sd ome Al 


sure to back away to build 
Jie vp your power bar. 
K36--ems 2361 
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Watch out for when your 
opponents use their own 
power-ups! You'll see a blue 
shield go up around them, 
and a message in the lower- 
right corner tells you which 
power-up was used. It helps 
later on in the game when 

5 you need to Counter them. 


Be sure to pick up all the 
power-ups you knock loose 
during a fight with a Naos. 


Dor't blast the exploding 


Countering the Naos's attacks Follow the corridor and empty 


is even more effective if you crate yet. Leap onto it, then the equipment vaults along the 
wait for the power to build shoot the last sentry robot. way to gather two Life Charger 
back up. Smalls, an Offense Enhancer, 
and a Battle Charger Small. 
Shoot the green security lock 
edi. above the console in the mid- 
1 dle of the corridor. 


4 
. Note M 
Don't get trig- 
rn A. ger-happy when it 
comes to the explod- 
ing crates. Sometimes they hide 
things, but at other times 
they're stepping-stones to other 
places. If you do happen to 
| shoot one by mistake, simply 


leave the room or area where it | Go through the door at the 
is, then return and it will be Pye opposite end of the corridor 


You learn a lot of new skills 
J by putting this first Naos 
down. Your health point total 
also goes up. 


95752 1999 ReturmPatl«car- g p WPa than the one you entered. 
bæmutualnaviaantcom-Rece — labami there again. gcom Turn left to get back in the 


first room you discovered 

here. Leap out onto the 
exploding crate. 
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Don’t forget the Life Charger like any other you 

Smalls that you beat out of ? 3 em 3 come across later in the 

your opponent. If you leave J ReturnP: 

the room without getting i “Gavigantco game. Once you leap up to the 
them, they won’t be here While you're standing on top umtii — ledge you automatically grab 


fua Have 
T m engen eimi iimm the edge while standing beside 


the ledge. it or under it. There's not 


pomme — IM RES AER much success in running and £ 
ni) Writs jumping. 


when you get back. 
E 


Since there's no other way out 
of this room, return through 


the door that brought you Hand-over-hand your way 

here. Turn to the right and along the ledge to the left 

leap onto the crate. Blast the side of the screen and the Climb to the top of the 

sentry robots there. door there. Go through the crates, then leap over onto 
door. the platform where the equip- 


ment vault is. Take the 
Offense Raiser inside. 


Exploding 
Crate [j 


Drop down and go through 
the door ahead, into the room 
you haven’t yet explored. Go 
through this room and shoot 
the sentry robots in the next 
room. Then go to the console 
and door at the back of this 
room that were previously 
protected by the force field. 


Go through the door. In the 
Corridor on the other side, go 
tight. Go down the stairs. 
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fit this ^ p 
point, consider 

going back to the Life Pod for 
a quick recharge and save. 


a Life Char, 


Battle Charger 
Small 


Avoid or destroy the 


Bioweapon Storage Facility 


case on the wall to get a 


Flame Shot. Turn to the right 


and follow the corridor to a 
door. Go through the door. 


Kill the Spica that comes at 
you with wrestling moves. 


Don't forget how effective 
your Counter moves are 
against them. 


EN 
CD 


Anklebreakers and walk to the 
left wall. Open the equipment 


jer Small 


8 Stamma Charger 
Small 
Defense Raiser 


be awarded more experience 
points. 


Follow the corridor. Take the 
first door on the right. 


v sou 


bo — f Walk to the right and you'll 


find what you're looking for. 
Empty the equipment vaults 
there. Grab a Life Charger 
Small and Battle Charger 
Small. Turn left and spot the 
equipment vault there. Get 
the Defense Raiser inside. 
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Once you kill the Spica, you'll 
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EE | 
figain, you 

may find that 
wrestling throws are best 
against the Naos to get the 
power-ups. Whichever attack 
you choose, stick with it to get 
them all. 


If you didn't dis- 
cover the secret 

room by leaping on top 
of the exploding crate after 
the battle with the Naos, you 
couldn't get this equipment 
vault because it would have 
been protected by a green 
force field. 


Once you hit the Naos a few 
times, go into your wrestling 
mode to finish him off. Don’t 


“708 


ath: 
"| forget the power-ups he i 
"rev leaves behind. 
icom com (he r tmutua Itravelconi v 
m at her. [204.201. oun pamot her. * 
Go around the corner to the Wy r 
left and blast the three Á 
exploding crates to reveal the pd 
equipment vault with the 
Stamina Charger Small 


inside. 


jæ — 

mureca Go back out into the corridor 

j| PRs and walk through the big doors 
EM TAM at the end of the corridor. 
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STEP FAILED 


eee iKsenuum-- Sieg. 
Leave the room and enter the -xexIUuDD VW a N 
next door on the right in the ) J co | BT e) 
corridor. Inside is another | N 
Naos. If your Life bar A 


and power-ups are 
3 low and yov really don't feel like NT 
= @ fighting, you can skip this room; æ J « 
there's a mean opponent here. 


At first, hammer the Naos 
with punches and kicks to 
knock these power-ups free. 


mIEDETERI peris 
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T Climb under the fence to Go up hoth flights of stairs; 
reach the Code Changer on you'll walk past the door that 
the other side. Change the brought you here. Avoid or 
Code Key. Don't forget to destroy the Anklebreakers and 
grab the Defense Enhancer go through the door at the top 
from the equipment case. of the second set of stairs. 
Crawl back under the fence. 
Return to the corridor and 
make your way back to the 
other set of stairs. 


D 


To change the Code Key, just walk to the Code 


A Pollux drops from the ceil- Punch the Pollux from behind 
ing above to challenge you. while it recovers from a 
wrestling throw. 


E Note Tos 


Stick with the wrestling 46 
moves to put the Pollux down. I~ Changer. The sequence is automatic after that. 
Em á 
N A yellow security door is on 


the other side of the room. 
However, there’s a regenera- 


lom» p awgacewc 
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f From 7207? Thu May 06 From 772827? Thu May 06. tion pad in the center of the 
4) 095752 1999 Retur nPathcar - [| 0905752 1999 ReturnPatltecar- c room. 
p^ The Pollux labemutualnavigant.com>Rece i fab@mutualnavigantcom>Rece $ 
can be hard to mivect from bertmutualt ravel. 4 mived: from ber tmutualt raval 
get behind to perform a [3 A |. es 


wrestling move, but don't 
hesitate to punch or kick 
it from behind. 


Ace 


Regeneration «rave 


Ayipisey abei0oys uodeamoig 


Vad icon 
mot her 43 
Ip : 
<] bee the Pollux if it gets a Í B. q^ You can avoid this encounter 
T SIN: " by walking around the room 
[»] close to the wall. However, if you feel 
o confident you can take this creature down 
a quickly for its power-up, go for it. 
NFN YYYY C50 2 
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Stairs 


v» As you cross the room, anoth- 

^*^ er Seginus erupts from the 
regeneration pad. Slam it 
with punches and kicks at 
full strength for a time to 
soften him up... 


Notice the blue flame when you 
enter the next room. Your first 
boss-level creature lurks inside. 


This creature is really tough. 
You have to use everything 
you’ve learned this far to put 
it down. Use some of the 
power-ups you've collected 
along the way. 


-. . then hammer it with the 
wrestling moves you've 
learned. 


Bioweapon Storage Facility 


Finish off the Seginus. Grab 
the Power-up and notice the 
experience points you get. 


To be at your most effective, 
stay out of the creature's 
reach until your power bar is 
full. Then strike. Let the 
Procyon come to you instead 
of you going after it. When 
you go after the Procyon as 
it's coming at you, it usually 
gets the first attack. 


x» EE) C——3À m. 


ud tei Use the Code Key to get 
Xk) through the security door. 
INS | N Blast the sentry robots along 
the catwalk on the other side. 
J c Watch out for the 
Anklebreakers and go through 
the door at the end of the 
catwalk. Once you manage a wrestling 
throw, slip behind the 
x i Procyon quickly and grab it in 
another throw. 


4 
ws 


per Lmutualt ravel. 


The Procyon is the meanest and 
toughest battler of Level 1. If you’re 
going to stay alive against this oppo- 
nent, you must keep moving. Keep an 
eye on your health bar and keep a 
ready finger on your inventory list. 

Hit the Procyon and move away. 
Circle and jab. Let your power bar 
build. Use your wrestling skills to 
throw the Procyon, then quickly step 
M up behind it and throw it again. If your 
J| Stamina gels low, consider using a 
Stamina Charger to boost your power 
up again. 

You'll live if you can think on your 
feet. Use («) to attempt escaping any 
wrestling holds it puts on you, and 
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your best bet against the Procyon's 3 
attacks is to guard. | 
N al 
P. 
i ; 
hu Ma, “com 77872? ThuMayO6 + cune 06 
FT fosse 1999 Retr Pather- Š, < Pathiccar= 
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1p P There's no easy way to take this big crea- — 11/29 


foo 

er, ture down. The Procyon is hard, fast, and 

5 mean. Keep using the punch, move, and throw routine 
and you'll get him in short order. 
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As soon you step through the You quickly find out about 


Watch out for the lines of force 


the Procyon directs at doors, a man lunges out of the Hybrids and the invasion 
after papis a sacl ca the shadows and hits you. plans. All of this seems 
or kick. The force doesn’t hurt somehow familiar. The man 


on the left is Hunter, and on 
the right is Jerry. They dis- 
cuss the plot to switch the 
president with an impostor. 
Plans are made to kill you, 
but you manage to escape via 
an automatic sequence. 


ear 


you, but it knocks you off-bal- 
ance, giving the Procyon an 
opportunity to attack. 


When you recover, you dis- 
cover you're being held cap- 


Keep up the wrestling throws 
when your power bar is full to 
do the most damage. 


When you finally knock him E 095752 1999 Re — 


out, all of your stats go up. labemutuali 


Go through the doors. CeNe—-e./NANEO ui 
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a b - Ww 
T p If you hurry in B T: p " You can learn to 


M this room and fight this crea- 
B^. ~ stay to the right, ^ q^. ture efficiently 

k you can avoid the Gomeisa enough to battle it for 
for the moment and duck into extra power-ups. The regen- 
the room at the right. You 


eration pad keeps them com- 
ing for awhile. 


Enter the Life Pod ahead to -  . then run because you can't || can even dodge around this 
save the game and restore your fight the monster he’s turned |. creature when you come back 


health. loose on you. Head to the right, miss 
on the other side of the pit where through. However, you'll miss 
out on the chance to add to 


the monster came up, and go 
your fighting skills. 


L £ |i el 2 fec l around the ikal to = right. T 1 


Dr. Bross's Lab 


Watch your Stamina and power 
bars to get the most out of 
your efforts. Back away until 


the power bar is full, and use 
5 throws every chance you get. 
R - Stay to the right and go 
Leave the Life Pod and tum s, through the door at the end of 
right. Go through the big door =~ * the corridor. EN WM 
head. A familiar fi atches 19900 um 
ur orate am kappa Job, ate Protected by natural armor 
balcony in the immense lab. | acta, fy and holding a double fistful of 


com(bertmutü tra É 3 
2042011431) Ben Sharp claws is the Gomeisa. 


When it comes to up-close 
START Elevator fighting, this creature is one 
3 B of the Hybrids’ champions. 
n ria Elevator With the experience 

Life Charger EXIT you've gained so far, all you 

2 medium have to do is keep a cool 

Bing head. Box or kick the 
Eraser Gomeisa to keep it off you, 
and back away to let the 
Power bar build up. If you 
back away slowly, the 


If the Gomeisa throws you, 
chances are you'll end up 
temporarily dazed. Move 
quickly and strike first. 


2 ie] Gomeisa approaches you at 
MU gia aes e T ka {| the same speed. Move slowly 
pasl and the Power bar will fill 
more quickly. 
FIŞN---Ú WAL Once you build up the 
Dhia i ene) E S. Power bar, pound the 
Gomeisa. The creature is 
AY=YG UE only bad news if you let it 


grab hold of you, so don't 


X inni3te 
Es Santon stand still! 


Keep hammering the Gomeisa 
every chance you get. 


LA uU As you enter the room hoping E 
` $ for some safety from the x: 
% L Hem Wm Dr, Bross throws down monster breathing down your 
dues COL neck, the first Gomeisa Wrestle the Gomeisa every = 
attacks. ) | chance you get to make = 


throws that beat the stuffing 
out of him. 


Once the Gomeisa is down, 

you receive experience 

points, including a health 

boost. Pay attention to the 

moves you've learned that | 


Use the same throwing and 
punching tactics as before. 


have been added to your list. 


Stay on the Gomeisa and don't 
let it get the upper hand in the 
battle. 


Enter the door on the right and 
grab the Ring Eraser and the Life 
Charger Medium from the two 
equipment vaults in this room. 


You have enough 
(from; experience now 
pee that you can try 

Mived escaping when a 

| wrestling hold is put on 
| you. Press R repeatedly to 


me 

Return to the other room. 
Because a regeneration pad is | 
in the room, you’re confront- I. 
ed by another Gomeisa. in 
atu 
| | 
L| 


IS— final count with your lightning- 
want another 


GE fast reflexes! S] 
ha 7 fight yet, stay to 


l the right side of the 

room, as close to the wall 

as you can get, and run 

for the door on the other £ 

side. But if you feel likea © 
| scuffle, this is an excel- ! 

lent place to pick up extra 

3 M E, euperience and power-ups! 
À The Gomeisa regenerates 
several times. 


a F T p m you don't ; “4 Put the Gomeisa down for the 


Walk through the door on the 
other side of the room (the only 
door you haven’t gone through 
yet). Follow the corridor and 
blast the sentry robots. 
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Keep following the corridor 
around and blasting sentry 
robots. Go through the door at 
the end of this corridor. 
Square up with the Mekbuda 
and get ready to rumble! 


Mekbuda 


The Mekbuda is one of the 
biggest, strongest, ugliest, and 
meanest creatures the Hybrids 
have created. 

The Mekbuda is strong 
enough to break your hold and 
reverse it on you, causing untold 
damage. 

Your best strategy here is to 
Circle with the Mekbuda and 
lean on it to stall for time and let 
the power bar charge fully. The 
Mekhuda falls for this every so 
often; once it starts getting wise, 
back off and circle again. 

When the Mekbuda attacks, 
let it approach you. Strike fast 
with a punch, kick, or a 
wrestling hold before it has the 
chance to strike first. For rack- 
ing up some really high damage 
against the Mekbuda, circle 
around behind it and punch or 
kick it in the back. 


The Mekbuda is hard to wres- 
tle. It's hard to get a hold of 
from the front, and even hard- 
er to get from behind. Make 
sure the power bar is full 
when you attempt a hold. 


If you manage to daze the 
Mekbuda with a stupendous 
wrestling move, approach it 
and try for another grapple 
while it’s down. Take every 
opportunity to hurt it when 
there’s little risk to you. 


Hammer the Mekbuda until you 
put it down. Your health maxi- 
mum goes up again when you 
beat it. If you win a power-up, 
don't forget to pick it up. 


ipit Y 
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Leave the room through the 

door on the left. Immediately 
head to the right because Dr. 
Bross' monster knows exactly 
where you are. 
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ro 
=l è 
v Leap onto the ledge to the A Try out your new Combo menu eed Move to the right immediate- Run past the creature and 
-l right of the corridor’s dead i by saving up energy on the ly because you're running for through the green-lit door. 
| end; pull yourself up and keep power bar. The bar now saves your life! Continue through the corridor 
A | going. Dr. Bross’ monster can’t up as one full green and allows and the next door. 
A | ; get you here. Walk through you another. à 
o | the door at the other end. cat Korora | a 
| í m "a v N 
bæ | E x 
to n ET. es you give the 
A | : ip j Naos breathing 
es | ; room, it's the 
O a first to use power-ups 
| against you. When you get 
| close to defeating tt the Run into the narrow opening 
Naos uses Small Life ^ with the blue floor. Keep going Run! The creature's hot on 
Chargers to bvild itself ži until you reach the elevator. your trail. Leap for the ledge 
back up; it charges up to tho ett 
" i mirn From 772877? Thu May 06 (ron 77207 TI May Q6: 
twice before it runs out of er uL ` n 1999 rouen X 1999 | Ei 
power-ups. Pi wiv ed d Arn wigant.com: " 
| mwvea: tromt Ti The opening to iu fiom satt 3 
Ert... "ave |: 
mm "p i this narrow cor- “0a Te, Pede : E 
"3 of 
be- r7 ridor leading to 3 H 
quickly, running out | 
a d the elevator can be hard =s 
Kr es and around the creature 
to spot—especially if you're 1 
5 $ draws it away from the ledge, 
in a hurry running for : ae 
: e allowing yov to get up. The 
Soften it up with punches and your life. Stay against the creature aite locked: ind eet 
kicks to knock the power-ups wall to the right and you'll eature gets locked into One SEE 
out of it. easily find it direction and has a hard time Í 
Finish it off with wrestling 3 ` stopping. If it catches yov, it 
1 moves, always watching your ?D'hurviay-o6: momona OB knock: d tedl: 
power and Stamina bars. Grab pner Zoe 095752 1999 Retur nPath< we oe fa sata vs 
- Tp ———— WAY. the power-ups the Naos com=Res until you're dea | 
DL. ^^ By now you've progressed ME dropped. e i 
far enough to get a two-hit RI 
4, Combo move together. Save up 
E ` 
=l ME the energy in the power bar 
T8 twice to get the Combo going. 
| Once you achieve the Combo move eye 
AN Se) and shift to the attack, the 
Combo menu appears. Take the elevator down. You 
OX = still won't be safe from Dr. 


el<x_cececeo No" 


Bross’ creature; it immediate- 
ly comes after you. 
AP 
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Cg) Exit through the room's only 
green-lit door. Walk through the 
black room and out the door 

© there. 


= - 
> a= Leap up onto the next ledge. 
Keep moving forward. 
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To avoid the Seginus in this room, walk 
around the room to the other side, 
remaining close to the walls. But remember, every bat- 
tle you win teaches you something, and a great win 
gives you a power-up! 


E122 


Drop on the ledge in the next 
room, but be careful: if you 
step over the edge, you die. 
Walk around the room and 
gather a Life Charger Medium 
and a Life Charger Small from 


There is a regen- 
erator high above 
in the darkness. 


Kitalpha 


Your strategy with the Kitalpha is 


the two equipment vaults, Piz simple. Plan on survival, maybe 
then use the green-lit door in This gives you another a painful one, but survival all the 
this room. 


opportunity to build up your 
strength and skills. Go back 
and forth between this room 


same. Use boxing moves and 
punches, with a few kicks thrown 
in to keep the Kitalpha down. Let 


Use the wrestling moves P ; the power bar build by retreating 
against the Seginus. with the Seginus and the first. The Kitalpha doesn’t imme- 
room with the Life Pod to diately follow, gaining you even 
build them up. more time. 
: a " Use wrestling holds every 


chance you get. On a Combo 
attack, use the first hold to 


throw the Kitalpha to the 
Li ground, then rush up behind it 
Id Enter the Life Pod in the next while it's dazed and throw the 
] room to save your game and Kitalpha again. Back away and 
restore your health. rebuild the power bar. Another | 
Er Ime ame N CS uice d good strategy to use is to wres- | 
1 [ tle the Kitalpha to the ground, $ 
me Step back and let the power bar | a 
I L g Y g l 2 T 2 build up to give you the Combo \ Een me elus 
id Yer i option; it’s effective against WA] Climb up the ledge on the additional damage. 
: ] -mEEIIÍiIÍÍDÉ this bioweapon. y other side of the room and go | Combos are your best route 
i” : — - through the green-lit door. SA to collecting power-ups. You can 
E ik g Jump over the Anklebreakers — 13 also step out of the creature's 
to make them explode. | way with a good deal of success. 


CAD Re 


Leave the Life Pod and go to 
the corridor to the left. E 
Get the final punch in when the 

Seginus charges you and drop 
him to his knees to finish the 
battle. 


Follow the corridor and blast 
the sentry robots at the other 
end. Go through the door. Drop 
over the next ledge and get 
ready to battle the Kitalpha. 


On 


Seo Ne ©)/MNE 


ei Before you can cross the room, a 
Seginus drops from the ceiling. 


Back away from the Kitalpha 
to let the power bar build up 
to the Combo. 


qeq s.ssoi1g “1a 


zm OG | Battle the Kitalpha and con- 
ia A ETA 
4 Sek ae 5 eee make this a shorter challenge. 


— eee 


Use the wrestling moves You have to dodge Dr. Bross’ 
| you've learned as well. Just $ creature and shoot the lock off 
| stay aggressive and take the the security door to go through. It 
| battle to the Kitalpha once takes three shots to enter. 
| your power is at its peak. 
| o I DA 
| ' SM. oos 
| B . 


fit this point, you 
should notice that 

M 7 Dr. Bross' creature 
has a tendency to get start- 
ed in a direction and keep 
going that way. Ünce you 
dodge past it, you have a lit- 
tle time before you have to 
dodge again. 


Dr. Bross's Lab 


Climb the ledge leading to the 
green-lit door and go through 
the short corridor behind it. 


tabe 


In the next corridor, stay to 


the right and run. Follow the catwalk on the other 


side. Creep up on it so you don't 
actually enter the doorway until 
you're ready. You can shoot 
your targets easily on this side 
of the doorway, but not after 


sentry robots from the air while 


standing in the doorway; this 
will protect you from them. 


Eoo c 74 9x7 


A security door on the left 
QUERN) draws your attention. 


As soon as you start across the 

catwalk, it retracts behind you, 
i leaving you no retreat. Hurry 
through the door ahead. 


—— 


uere 


= NBN HEAVEN 


exer 
bem aa in 
you've gone through. Blast the {14579 beh. 


K: 


J 


After you recover from the 
fall, follow the corridor 
ahead. Blast the 
Anklebreakers out of the way. 


(‘You find Dr. Bross’ creature 
waiting for you! 


$ 


Cross the catwalk at the top 
of the screen. After it falls 
out from underneath, you 

| land in a room below. 


Walk to the right first and fin- 
ish off the Anklebreakers 
there. Look at the big cage in 
front of you, then shoot the 
sentry robots through the 
bars. Blast all of them that 
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You don't actually have to cross on the catwalk. If 


ed you survive long enough to simply fall into the pit, 
you'll be fine. 
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g jew 


Elevator 


LÀ 
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Life 2 
Charger 
Medium 


Life Pod 


L 
4 T ‘ 
There is one 
1p sentry robot 
be- floating loose 
around the cage. Shoot 
it as soon as yov see it; 
this sentry robot can cause 
a lot of trouble. 


9 


* Li 

^ 4 
Your best offense against the 
Beid is a good defense. Use 
boxing techniques against it, 
circling and staying back until 
the power bar fills and provides 
you with Combos. When the 
Beid grabs you in a wrestling 
hold, use R to shrug out of it. 

When the Combos build up, 
don’t go after the Beid. Instead, 
wait on it then deliver a double- 
fistload of pain and destruction. 


e 
E A H 

| mim 
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On the other side of the cage, 
spot the green-lit door behind 
the pile of crates. Also notice 
the exploding crate mixed in 

with the others. 


Use the wrestling moves and — 


First, enter the long door to Combos against this creature 


i the left of the crates. Get to put it down quickly. | 
12S ready to battle your first Beid. » = Y 
i FIN smt Um c C 
SIE 
3 ES porum 


& EAA E 
There's nothing 


BY in this room mived geo 
Icat pe except the power- m m 
P" vp you get from the crea- 
ture inside (only if you EE “5 


have an S or SS win). If 
you're running low on 
health and don't have many 
power-ups, skip this room. 


The Beid does a lot of damage, 
then follows up with even more 
pain when you get dazed. 


Mi oy 


»<<@>>@+--@ 7 eAcec o 


If you’re knocked down, roll 
out of the Beid’s reach. 


b 


m nm 


Bg 


E Exploding 
5 


Bg 


Crate 


ARM BAR 


———! 


Bg 
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Any way you want to put it, the 
Beid deals out pure agony. 
Make sure you use your Life 
Chargers if you need them. 


Keep fighting back until you 
get the upper hand. Then 
pound the Beid. 


Go back through the door. 
Blast the exploding crate and 


any sentry robots that might 
he nearby. 


¢ The green-lit door in this room is mostly hidden 
. n A when you first enter. It might seem easier to sim- 
p : ; 
| ply cross the room to get to it, but that's not the 


case. Going in a straight line makes you a bigger 
target for Dr. Bross’ creature. If you stay along the right wall 
and follow it around, you end up in the cul-de-sac with the 
green-lit door you need to go through. It's the best path to take. 
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Go through the small green-lit 4 — Dodge and duck through the 


You find out you're actual; While you're locked away, Jerr) 

door at the back. Enter the * narrow opening in the gate at $ |. Johnny Satie Secret eres Silver wen his Men in Tie H 
| next room and head to the the end of the catwalk. 9» agent. The alien offers to restore break into the room. He thinks 
| right. Dr. Bross’ creature your body and memory. It men- the aliens are helping Diaz. They 
| immediately comes down on tions that it is a Gargatuan, and take Diaz and the aliens away. 
| an elevator. that many other aliens are kept mi 
| alive as hostages, used by an 
| poeni 1 evil alien who is hoping to 

e replace the president. 


Dr. Bross's Lab 


— —— ' Ó j When a section of the wall 


blows out ahead, don’t waste 


Run past the two red-lit doors. any time: go! Drop down and 
A green-lit door is just ahead, — ^ : crawl rouen the opening. 


on the opposite wall fromthe — 7 ; Eroa Tht 
doorway you entered to this 5752 1€ 
room. Go through this door. The alien explains that the 

2 Hybrids are clones created to ms 
replace important leaders around 
the world. In a short time, you 
too are among the aliens. 


mar - 


if p. aS t num to 


drop down and 
crawl press T. 


eden tn 


You live through the explosion | —di 
and make your departure Sat 
through an escape tunnel with 

a slide. 


Interlude 


Walk through the red corridor B 
to the other end. Keep run- * B th<& 
i | uu E ed 
x Y ning because Dr. Bross’ crea- — ee 
dud 771 i i *uat ra 
0 ture finds you quickly. AH The aliens put you in a tank to malcom 


return your body back to your 
real image. 


An alien meets you on the other | — 
Eme side and it has an incredibe (No wy JSenineeO) 
story to tell. 3 
At the end of the long slide, 
GSES A enter the Life Pod on the left Eis 
eQvc?e-oe--et eAe(c eN»—-9./ wall in this new corridor to Net 
NEED D (oed RE 0x $ — D00 » g o Lioi eee oa zac dress eda 
NPN Run all the way across the big Wrad 5 E H oO Ö Lied 
U (Cg) catwalk. Don’t turn around 
because Dr. Bross’ creature is 
hot on your heels. 


brc 


Level j: | 


Regeneration 
Fad 


A 
m charger 
2 medium, 
Poison. g 

"emet N BE The Muphrid is very hard to 
; wrestle. Soften him up with 

Poison J [5 some punches and kicks first; 

Restorer t don’t forget to use the Combos. 


Turn left and walk down the 
corridor until you reach another 
hallway also on the left. Enter 

the hallway but look out for the 
Anklebreakers scurrying across 
o the floor. Leave this door alone 
E tor now. 


STEP FAILED! 


Since you’re blocked by the 
wall here, go back around this 
area in the other direction. " 
Pass the entrance for now. Bu naxt mom contains à 
Blast the sentry robot high BEN Muphrid that comes from a 
above your head to get the jit regeneration pad in the center 


f the room. 
Life Charger heus it os ‘Feu, yt 
ae x 


— 


Back out in the hall, go to the 
big door on the left. 


Betting a rear grip for a 
wrestling hold is almost impos- 
sible. Circle and move around 
to get the power bar filled. 


An equipment vault sits agusi b 
the wall on the right around the 9 

tmut 
hend. Another equipment vault Ji C 
is below the sentry robot to the ypa th 


Enter the room and head right. 
Look behind the first crate to 


find an equipment vault with a left. Open them to gather the The Muphrid is especially dan- 

Poison Restorer in it. Keep Poison Restorer and the Life essct m to pull off 

going to the right. Charger Medium, respectively. T BE awrestling move. It's big, 
Return to the corridor and take Strong, and too bulky to easily 


the hallway on the right. Avoid seize. If you go head-to-head 
the Anklebreakers and go with it and try to wrestle, the i 
| through the door at the back. Muphrid will pull a reversal » bn j i: 
, i nearly every time. | The Muphrid is one deadly 
VE U | Stick with the boxing tech- € 
| e A P ESQ zi nique of pulling back, letting | 
<< oy |] oN ; T, D MVENEO X. the Combos build, and punch- 
I Ac = p ing for all you're worth. Take 
| Nc The rtuni 5 
^-^ every opportunity you get to hit 
[ ee SR SS finklebreakers the Muphrid from behind to do 
te xd f on this level look different. extra damage. Suggested | 
Take the Life Charger Medium Plus, they're faster and do power-ups for use againstthe — | 
from the equipment vault near twice as much damage, so Muphrid are the Offense | 


the big wall at the back. Enhancer and Speed Drainer. 


look out for them. 


Ayipiney abeiojys auoly 


Use a power-up such as a Speed Drainer oran MM D Code Changer , SVeed. 


come at you. Every time the green-lit door on the right. 
power bar is full, wait on the 
creature and pop it a good one. 


m : 
z 
= 
m 


This room —— memi : yosi 


~ - Enhancer 
ad Offense Enhancer against the Muphrid if you need to. | Regener- b: 
» But try to conserve some of the power-ups as you go MENS BA. ation Uy 
í i Offence 
= | along to take out the big enemies at the end of the game. th A Pad Enhancer epi od 
M | If you're really desperate, you can try to avoid sie 
Lom the Muphrid and get through the door without engaging it. 
(e0) Skater 
ley u Flame 3 
a Shot : 
- T 
o anien B! 
~ 
WV es a pum bbc mE: 
The best strategy is backing In the corridor, turn right and 
y away and letting the Muphrid keep going. Enter the first 
le) 
= 
J 


STEP FAILED 
l i 2.1999) = ^ BE Ç p 1 
only contains a itualnav i i 


Mekbuda. If you fomba Wrestle the Mekbuda from the MAMES Remember, if you don’t have à 


tmuu 
aren't ready for ai " a front and remember that grab- quite enough power to fill out 
qnd y for another fight, BUS bing it from behind is hard NN PM Comba, oe sas stl 
skip it. But you will have to unless you're at full strength. ØS punch the Mekbuda once, 


face either this Mekbuda or then punch it almost immedi- 
another bioweapon to get into ately again as the power bar 


pea 


E ella gg the little room between this one did base don ue 
destroy it. and the next. back up from the floor. 


@ 


Go to the green-lit door in the 
little alcove next to the door 


You don’t have to fight another Mekbuda inside. It immedi- 


E 3 EE 
ur Get ready to fight the 
cy 


se p^ Muphrid (thanks to the regener- ately powers up with an 
- F seU ation pad); the door you need to Offense Enhancer the first uo omoron aad walk Trough: 
exit through is on the left if you chance it gets. Counter that 
DJi €] stand with your back to the with either a power-up of 
= i<— e @ other door. Ew your own, or just tough it 


SSA. acmcncacacacacmomes aces t Remember, you iid 5 
NM NEN —— DESIA e some powerups or the 


game’s final confrontation. 

J cp OOUYE Counters are usually very Try to keep the Mekbuda off- 
effective against the balance by alternating between | 
Mekbuda. wrestling moves and boxing. | 


A 


Get ready to take on your next 
Kitalpha. 


Bruce 
UPPERIETHOOK 


Ww 


If you leave 
your back 
es | unprotected, the 
z s | bioweapon creatures have an 
Maneuver for room to build up opportunity for a surprise 
the power bar. attack, which can be debilitat- 

ing. Unless you have plenty of 
— running room, don't turn your 
] rq back on one. 


Keep chopping into the crea- 
ture with punches to knock it 
off-balance. 


Since the Dubhe spits poison 
if you get very far away, your 
hest strategy is to stick close; 
if you're in its face, the Dubhe 
won't spit. However, there's 
little time to build up the 
= iy power bar. 
| B E Constantly punch and kick 


m 
£ 


GUARD 


the Dubhe to keep it off-balance. 


sumo FATLEG — m 


Hammer the Kitalpha with Throw in powered wrestling 


Combos. moves to really take the health If you stay aggressive and 
points off. And be sure to take 7 close, you won’t have any 
advantage of an attack from problems defeating the Dubhe. 
behind to get the extra damage. B 

Change the Code Key with the You neath wantin ry ai 

Code Changer, then take the — | " 

Offense Enhancer from the new Polson FESTE Dean hanily, €i 

equipment vault here. Go | aem SER OVES 5 : I 
through the next green-lit bert EES [ - 


door ahead. B O uon 


| 

niin "1 

[ Eu | 
| 3 UPPER R HOOK | 


Keep heating on the Kitalpha A 
until it collapses. -x pean 
* GUARD FAILED Again, the door on the left 
L^ > leads to the outside corridor. 
~ Go through the green-lit door 


Stay close to the Dubhe. If you located across the room from 
| l img don’t, it shoots poison at you. the one you entered. 
; » 3 ReturnPaurtécer 
à» ewfavigant.cor” -P- 


E s M Meet your first Dubhe. These lit- kaole <> o 
* 20 «tle beasties are very dangerous — 3ibv.m 
E because they can poison you. 
If you do get 

E poisoned, check 
The door on the left leads your inventory for a 
back out into the corridor. Poison Resti 
Head for the green-lit door on ISO mestorer. PN 
the other side of the room. If S 
you go outside, the Kitalpha rd - 1 Üpen the two equipment 

T regenerates. € 3 E. vaults in the next room to get 
NOE), soe ae nc a Speed Enhancer and a Life 


»<<@>>@+--@ tT eA CC a Npe ʻe. JMINE O N Charger Medium. Leave 
through the other green-lit 


Use wrestling moves to stay 
close to the Dubhe. 
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Go through the door on the 
left side of the room. 


As soon as you enter the next 
room, another Muphrid 
attacks. 


As soon as you enter the next 
room, a Skater blazes out and 
attacks you. 


In the next hallway, spot the 
security door ahead. Turn left 
to find the ladder; go toward it. 


lap 


— ur A MN. 


um Emu 


| Svein as " 
| irren n Punon i | 
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D. wo 


A force shield blocks any more 


—ÓÀ—— 


Clone Storage Facility 


progress in this direction. Go "rp eme E 
ecl "ds ME ham- back into the last room and go The Skater has three different Get ready to fight the Pollux 
mer the Muphrid. to the door that is now on your attacks. Firsts it skids across that drops down from the 

left (the only door you haven't the ground; second, it elevates | ceiling. 

gone through in this place). and fires energy bolts; and a 

third, it floats on a devastating 
J column of blue energy. 
Note | : 
Take a quick look ~ yo AATE 
at your power bar. `~ o l 
fit this point you may be 


capable of a three-strike $ 
Combo. If you are, let the 


power build up and hit the | à 
Muphrid hard! i Am Use wrestling moves to 

P jj 1 í—! a — 2: destroy the Pollux. The Guard 
5 option is also very effective 
against it. 
a ^? Th May OB les 
x» ReturnPathecae 
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While the Skater is floating on j 
the energy column, run toward 
the green-lit door on the oppo- 


T P f You'll encounter Skaters later on in the 
g^ game as well. They're tough to kill 
unless you can and are willing to take some dam- $ 


-r 5 n ^ 
cue" Wrap it up with your wrestling 
ii y seU moves and put the Muphrid 


Go through the security door 


down for the final count. 


31 C at the top. age. In this room, the best strategy is to take cover 
Pl—eeeeee v. s T S ouo 1 o<e> e+ 5 (limited though it is) in a corner and start blasting 
gag rg i s P Le I 2 - 
TSS DEI oo at the Skater at every opportunity. Shoot it on the 
HF oO. 


floor and in the air, until the skater blows up. 


CINI Ne S=DERSITA S G 
: OOUYE ; A : When it does, you'll get a Flame Shot pistol. 


cD 


ps kt | 2 ure Chargers | | 


As soon as you throw the 
creature, turn around and 
throw him again. 


nm en- 
RUNNING HEAGL( 
BODY, 


Be sure to take advantage of 
any disorientation the Pollux 
might experience due to being 
thrown so much. Attack from 
behind for additional damage. 


Enter the Life Pod at the end 
of this corridor to restore your 
health and save the game. 
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es fas aA— —4 
ing beats a good right hook 
to the jaw. Once the Pollux is 
down, go up the ladder. 


rom A ---—"-—— «:. — | 
T P Bu 
Leave the Life Pod and enter — movganta 
the corridor on the right. bertmutu 
autua ftrav 
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Climb the ladder to the next | | 
NG Y floor. E E.] 4d 
»«^»»«e--el-A.-i4 e FNN 


Enter the first green-lit door 
on the right. Battle the 
Mekbuda inside using all the 
moves you've already learned. 
Return to the main corridor 
outside. Enter the next green- 
lit door on the right. 


This room and 
the next tuo all 
Contain 


- — EE Medium | B" ' - 
E cole ciimger B | bioweapons that you don't nec 


essarily have to fight. You can 
avoid them or fight them to 
gain experience points and new 
| moves. In between fights, 
BE return to the Life Pod to 
restore any lost health. 


Fight the Spica in this room. 
If you get into trouble remem- 
ber that its weakness is the 
Counter move. Go back out 
into the corridor and into the 
room across the hall. 


Battle the Kitalpha in this room, 
defeat it using the skills you've 

acquired along the way. Then go 
to the last room on this level. 


This fourth room contains a 
Code Key Changer and is a smor- 
gasbord of power-ups. Change 
the key and take the Offense 
Drainer, Poison Restorer, and 
two Life Chargers Medium from 
the equipment vaults. 


Return to the corridor and take 
a quick trip to the Life Pod to 
restore and save the game. 
Climb back down the ladder. 
Enter the green door on the 
right in the lower corridor. Don't 
enter the security door yet. 


Enter the room with the Skater 
and run to the left. Go through 
the door on the left wall. 


The reason for 

not immediately 
entering the security door is 
that the Man in Black wait- 
ing in the next area can be 
very tough. fit this point 

| you've saved the game and 
the Life Pod can restore any 

| health you might lose after 
the fight without costing 

| you a power-up. find if 
you've killed the Skater, this 
strategy can't be beat. 


Á} Deg abeiojysg auoly 
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Head left around the rail to 
encounter your first Man in 
Black in a hand-to-hand con- 
frontation. 


The Men in Black leam quickly, 
so try not to use the same 
Move over and over. Stay close 
to them because they have a 
tendency to pull pistols and 
Start blasting away. A Man in 
Black will dance with you if you 
circle him like a boxer. 

Your best strategy is to 
punch and kick, and keep 
moving. Circle to let the 
Combos build up, then lay into 
one of the Men in Black. Give 
him a change-up with the 
occasional wrestling move 
that thrashes him. As he gets 
up, hit him from behind again. 


Clone Storage Facility 
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Men in Black are very danger- 
ous. They learn quickly, so 


= MAJN , don’t pull the same move on 
Dp] [p them time after time. Punch 
and kick a little at first to 
soften them up, and remember 
to alternate between the two. 
x SINE 7 This lowers your chances of 
SEE pulling off Combos, but sur- 


K vival is what's important now. 


EM. 

ze = e. Caution — -— 
22 72 2 0 Stay close to the 
BE] ae ^ Men in Black. If you 
U cp don't, they'll take out pis- 


tols and blast you for serious 
amounts of damage! 


snp em sns 
CLOW KICK 


L] iq X 
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& T 
Kick the Men in Black and Continue around the railing b x 
don't be disappointed if the until you find the exploding bea ge MM iit | 
damage seems small. It all crate hanging from the ceiling. add "n to the right. The low 
adds up. Blast it to pieces to drop the ledges keep the Anklebreakers 
power-up resting on top. You from reaching you. 
also free an equipment vault by = 
= destroying this crate. Wreck 
Mel agy ung. the sentry robot beside it. 
[ JO Weert 4$ = 
| k 
| MS i s 
| | a à; 
N 4 
Get the wrestling moves in on Now ts 
them for big points. 3 
ds b Go all the way to the back of 


" N ‘ B the room and turn right to see 
— 2 Oy “QF the green-lit door at the back. 
P ta _ y ¥S99R4 Go through this room's only 
Pc iae. amm | Poa door, back into the room with rm plis hu jl un 
l A a] the Skater. Head rightandgo ja d UN NN 
| fasio) through the door there. Open the aen 


| security door and go through. 
A m nnd i 


l we 


|! fae 
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à Learn to slip behind your í Y SN 
opponents and deliver punch- « d 
get the equipment 


es to their backs or as they d 
vault that you freed from the 


turn around. Boxing damage 
A ig) exploding crate, return to the 


If you want to 


Enter the room and collect the 


relies heavily on positioning. Life Charger Medium and the 


A: | NU 
mmm IRM first room you entered on this Stamina Booster inside the 


NA - : à q il It vaults. 
d | sumo A D aga level. Then make your way purse cR 
| — ELS MOSS back here. But if you're | <5 < 
patient, you'll get there in the , dd NEC 
MEE next section anyway! L | 
l : 
m 
i Japane > or aji 
Keep chipping away at the Man Abc 
in Black until he collapses. 3 i 
[.wP-—— 0 0v. © p= 
sory $ Y DEI [ut 7 Leave the room and turn right. |. is 
ría: G HM O Go all the way down to the 


railing, and leap up onto the 
ledge above. 


Don't forget that you can take a quick trip to the Life | 
Pod up the ladder if you need to. It's free and close at | 
this point. | 


Handwalk across the railing to 
reach the catwalk in the mid- 
dle. It's where the first bull's- 
eye designs show up again. 


ENE EDU d 


qe 


Turn around and get the 
Stamina Charger Medium from 
the equipment vault at the 

other end of the catwalk. 


— 


Turn right and shoot the sen- 
try rohot out of the air that's 
guarding the equipment vault 
on the crate there. 


charger E 
Cryo Medinm 
chambers 


Be careful around à PS i 

the sides of the Lo 

| catwalk. If you fall 3 
off, you die! 


E EUN Drop down in front of the first 
i= T a: Bed square. 
Oe an | Rece 


lebemutuainavigantor " 


mivet from bertmutualt ravel. mive from bertmut. 
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Turn around and walk to the 
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Cross back to the other end of 
this catwalk. Leap up onto the the crate below. Take the 


ledge and go right, back Battle Charger Large inside. 
toward the ledge where you Leap onto the ledge and pull 
came from. yourself up. 


Step over the ledge to land on 


Climb back up the ledge you 
crossed hand over hand. Go 
across to the catwalk again. 


Turn around and walk to the end 
of the catwalk. Take a running 
start and leap out onto the 
crate with the other equipment 
vault. Grab the Poison Restorer 
out of the vault. Drop down to 
the floor. 


If yov miss 
this jump, there 
are ledges along 
the back wall that allow you to 
return to the catwalk. Leap 
and grab, then pull yourself up 
on them. 


NS e 


Follow the corridor and blast 
the sentry robots on guard 
there. Be sure to pick up the 
three Life Chargers Small and 
the Life Charger Medium they 
drop after they explode. 
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Keep boxing the Muphrid until 


Examine the Cryo Chamber at the 


Continue straight ahead and 


empty the two equipment vaults other end of the room to dis- it's down for the final count. 3 
at the wall ahead. Get a Life Cover it is all set up to receive The main thing here is to stay ss Se 

Charger Medium and a Ring the president of the United moving, gathering power, and s 
Eraser. States. Use the Code Changer in beu punching when the creature 


this room to change the code on [un rushes at you. 
the Code Key. Go back into the 


Clone Storage Facility 


$ 7 ) other room and enter the securi- 
: | ty door to the right. i 
w $ LM | uJ 3 
| LE TEED 4 
| al 
ore a 
i A Man in Black is a fierce oppo- E 
| nent. Beat him back with punches [iy 
MN ig and kicks, but stay close to him Ed 
| so that he won't shoot you and à 
Two more corridors remain to | n TE E cause a lot of damage. - 
be explored. Turn around and 1 ] Exit through the room’s green- * 
take the corridor now on your | (27h lit door instead of the security 
right. Take the Hurricane à P en RE door you came through. Walk 
waa n" i 
Shot and the Ice Shot from Fight the Muphrid that rushes — nd to the big son doors 
the equipment cases at you. Em directly ahead. 
— | e. 5 [203201 14330y), (i [i 
| gem. 
P i [ | 
TREE "tx »: 
MEL 2PCS t D. j || 
| UPPER R PUNC " M -— 
i 3 If you get the chance to wrestle | 
T him, do it. But a Man in Black 
Y learns quickly, so throw differ- 
| a—— -—Á — oe ent moves at him. 
3 SIEP-EALLERL P Alden |: ua ó 5 
i: 06 ? Thi May 06) 
Retrace your steps and enter - — 4D 1 po 


1999R9 When the elevator doors 


the remaining green-lit door ; Remember to keep the P 
ae N Í you've left unexplored so far. | oo Muphrid at arm’s reach with Boral ty esie € 
bed Af at all the Cryo seq punches and kicks. fond and some of his friends. 


N ÜÓUB Dec xt 


GUABÜ-EATIEDE ss, D 


Step in behind every chance g x 
you get to pulverize him. AR i - 


EeSN e "-e# ewels 


Use wrestling throws when you M They tell you to join them. 


CD 
Ahead is scat door bt get the chance. Remember Kevin lays out the whole plan, 
door on the right. that it's very hard to grab the including the part about get- 


Muphrid from behind. ting rid of you. . . 


President Soon 
Exit 
Super 
v Restorer] 


Exploding 
Crates 


Raid the equipment case on In the next room, spot Kevin 
the right wall for the Super operating some sophisticated 
Restorer inside. computer equipment. 


Leave through the green-lit door 
on the other side of the room. 
Search through the crates to 
gather a Poison Restorer and a 
Life Charger Medium from the Baw i 
equipment vaults. Enter the Life Poison | | recense 
Pod to restore your health and Restorer " $ 

save the game. t : 
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Shoot both the exploding 
crates above the crates on the 
ground. 


Watch as the president of the 
United States tries to escape 
the cage he’s in. 


A 
dd xd 
áü fe) 
Leave the Life Pod and blast S| 
the sentry robots floating 
near the ceiling. Gather the " [19] 
Poison Restorer; one of them 
drops after the sentry robot i V] 
explodes. Go through the : E R d p 
teret us ud Leap onto the crates. Turn left Kovin finishes to program 
EE and leap onto the ledge there. ming he's working on an ue Oo 
Pull yourself up. Go through president drops out of sight. = 
71 p the green-lit door at the top. w 
i «1 Follow the corridor around to — {2 "Ar Wiay, —— : s 
E the left and blast the sentry Loup a Ve} 
robots floating near the ceil- ES ral Ned D 
ing. Grab the Poison Restorer — jj iravaicon 
that’s dropped by one of the 31by pamot her. 4 
sentry robots. ina! 
p O 
LT xd ^ 
= s 
Climb up the short ledge on Elevator P pem 
the left in the next room, then = 
leap up onto the ledge above. Run to the right and go through e 
Pull yourself up. Get the the green-lit door there. 
Poison Restorer from the < 
equipment vault on the sec- n ! Poison 
ond ledge, then leap onto the vf Restorer ~ 


next ledge. g 


.  Woison [LJ 
? Restorer ,, Life 


[3 Foà 
A Life Charger 


Medium 


A 
~ 
= E 2 
— Defense ^ e 
m Enhancer ý ei 5 
e d Battle O > E je 
Regeneration Charger Ladder | | xe ee P 
a Pad Medium mpe ' Fe S 
(s © 
Keep working at the Dubhe 
Y eril ramp up to the until it collapses. 
ue] = 
be f =, 6 09 xn Paths «ca Cc 
O l @ S E N : T : o kac altrav 
~ | ze) 
Va) o 1 | 
€ PN 
: Ai ——— | 
CJ Ear d 
c There [a | iå | Go outside and follow the cat- 
[e] Watch out for the Anklebreakers ere's not! walk around to the other door. 
— in the next room. Look up near ing in this || Enter and empty the two equip- 
the door to the left to spot the tthe E ment vaults on the left to get 
U sentry robot in the air. Blast it bhe and roam m f Pa The strategy with the Dubhe is the Battle Charger Medium and 
to get the Super Restorer. Circle Dubhe and a power-up. to sta sp so it can't poi- Defense Enhancer. Change the 
around the railing to the left. you're running low on health — 97? d WOE Code Key at the Code Changer, 


x (gos son you. Punches and kicks 
and want to avoid further fing soften it up. 


loss, skip this room. If you're ME 
itching for a fight, go for it. — 5 : jos 
But there is a regeneration 

pad, so if you're good at fight- 

ing the Dubhe, get on it and 

grab as many extra power-ups 


krPatitecg 
then climb down the ladder. 


mvt from bartmutualt an. 
com (be rtmutua Itravelcom 
pora cenam fer. 


Nu ae 


you can. 
(12e i Wrestling throws will put it 

Blast all the sentry robots ; 

along the outside of the railing MEE fom zea] sway Don't try for the Combos FED, whey OR 

to get the power-ups. In order, E Hs 1 osre 1999p here because you have to stay Piian: z nPathi«cars 
EU TW they are a Poison Restorer and | WV O WV zi FD da foo far, away from tho Dalio od — 

L | a Stamina Charger Large. Hr Oo g rom 213 se E fan US ES Gc 
Farther ahead and to the leftis Se) NS SF M e» = 


a door with a big security lock. 
Sai — CUBES De Bou VvVi 
ST Eh: Tesz -a 25004 Super 


Se $ Restorer 
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At the bottom of the ladder, 

head for the door on the other — NES I 
side of the room. Fight the ojs 
Naos using the skills you've 
learned. Stay away from it and 
let the Comhos build up. The 
Guard option works really well 
on this creature. After you 
defeat the Naos, go through 
the door on the other side. 


Turn right and go down the 
ramp. Head left and enter the 
room there. Prepare to take on 
the Dubhe. 


Security | 
Loch | 


Step out onto the catwalk and Turn left, back to where you 


turn right. Enter the door were first facing, and go up the 
| there. Watch as Kevin's clone catwalk there to the door Kevin 
| streaks down the catwalk. came from. 


To escape the Mira's fatal 
breath, stay in motion and punch 
or kick often to keep it occupied. 
Let the Combos build; it's hard to 


! wrestle a Mira unless you have a 
» full power bar. Stay on the | 
aggressive and when the Mira 
Enr iren, E X attacks, counter. Miras stand | 
Pad i their ground the first time you fill | 


up the power bar. Make use of 
this and get in a lot of one-shot 


8 Lire pod 


No doubt about it, Miras are 
tough. They're very hard to 

wrestle, so work your boxing 
and kicking Combos on it. 


After his victory speech, he blows 
up the catwalk and disappears. 


Inside this room is a regenerat- 
ing Mira. 


Backing away to build up 
power is simple because the 
Mira is so slow. However, 


E = backing up leaves you open 
CWIVENE oa poison attack. 


] à Tp JF Ance you figure out the lira's rhythm, don't relax: 


this room sports a regeneration pad so you can rack 


Jumping over the gap is out of up a lot of extra power-ups. 
the question. 


power punches. They add up! | 


Dance around the Mira and 
stay close to set up the 
Combos. 


Keep punching and moving 
until you wear the Mira down 
and eventually destroy it. 


M 
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Leave through the room's 
other door. Go up the ramp 
and blast the two sentry 
robots out of the air. Go 
through the security door at 
the end of the hallway. 


> ; s 
= T 

p ja 

— | P The Dubhe is 

» | ^ [q^ a good opponent 

v to become familiar 

n with. Grab as many power-ups 

Ua a aa nae as you can from the Dubhe 

cal ro : p 
3 1 before you defeat it. Exit through the room's other Battle the Muphrid by dropping 
Q Kevin sent the president. green-lit door and continue Ng back and letting the Combos 
ley) down the catwalk. MEN build up. Then hammer it to the 
ground! The Guard option is 

E very effective here. 

Oo 

~ 
Va) 

Q 

g Enter the Life Pod against the Go through the next short corri- 

[e] right wall to restore your dor and into the room after that. 
T health and save the game. M — mia iia Head left at the catwalk’s T- 


intersection. 


Leave through the other 


DEAN PEM à 
Level 3-4 y = | a rt sah S | . i7 ; T , green-lit door. m up the 


+ 095752 1999 Re 
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d jf Peay. 4 
T, (ESE mved from bert} 
1p / One interest- E is] 

ing consistency j 

is that you can press 

up against the Mira and wait 
until your power bar fills 
before punching or kicking it. : 

The punches the Mira deliv- | Go through the door at the top 


i he catwalk. 
pedea rci ers are weaker if you do | E oi Stop at the door at the top of 
in the next hallway. Drop over this. There's usually enough T. ramp om rer gas 
the ledge onto the wide cat- time to get a few good wal- — NIMMT af ts tole je iae 
E walk below. As Kevin taunts ‘i [- ie hallway. Open e 
» -r IN you, walk to the green-lit door TW lops in! 1 IN the Life Charger Medium and 
H behind the crates. Walk entangle Stamina Charger Medium inside. 
through the short corridor and i TUE i (e Rd ELE 2h Go hack to the door at the top of 
through the green-lit door. ec] the ramp and go through. 


B 
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Regeneration 
Pad 


Go through this room's other door, WE 


AE then through the short corridor DB iquam 

DE CW sae the Dubhe in the next after it. This corridor looks a lot Enter the Life Pod at the other 
room with the regeneration pad. like the last one, but don’t think end of the room to restore your 1 
Use the close-in kicking and you're lost. Battle the Dubhe in health and save the game. je 
punching skills you've devel- the next room with the close-in > 
oped to quickly conquer it. The 1 tactics you've developed. 
Guard option is also effective if — | i^ re 
you let the Dubhe engage you. y JAANI y ^" ca hes wn 
Go through the door on the 4 


other side of the room. 


If yov re suf- 
An fering after the 
fight with the Man in 
| BI Black, don't forget to use the 

| Life Pod for a quick recharge. 


KE. 


S 


Once the Code Key has been 
changed, run back to the door 
near the Life Pod and enter. 


Leave the Life Pod and walk 

left. Enter the first door on the 

ledge that you come to. Ignore 
€ | the one by the Life Pod for now. 


the same way you do a Man in 
Black. Beat her down with 
punches and kicks, followed 
up by the occasional 


Walk to the security door and 
go through. 


< fi ar iN 
ox 7999 her 
p $ ainavigant 
,nbertmü, 
Aà | 


Fight the Man in Black and 

| remember to stay in close to 
avoid getting shot. Use punches M je 

and kicks to break him down, z y 


then finish him with wrestling 


moves. 


did 


| 1 4 : 
IET HSE A a... this room and turn 


^ 
A. 
!— right. Run down the catwalk k 


es iX —— 5 3 eee Kevin is waiting on you and 
ee E m prs dear! ahr song =) offers a parade of flashbacks. 
entered in this room. Follow = 
CN the catwalk around. EM 26 ye we 
Š Thu May 06 
Getting hammered by the bad guys every so often ) Retr nPath<car 


" ; D ant. »Recc 
allows your power bar to fill up very quickly. Don't feel — TTA 


bad about a good beating every now and then if it fills up — tuoitravelcom 
‘by pamot her 
your power bar! 


ase 
4 Li — 


Shoot the yellow security lock Follow the catwalk to the 


on the computer. Leave this Code Changer and slip the 
room and walk outside. Turn Code Key in. Avoid the 


left and enter the door there. Anklebreakers along the way. 


After Kevin finishes speaking, he 
disappears. Don't immediately 
chase after him. Go right and fol- 
low the wall around. Go through 
the walls as if you're working 
your way through a maze. 


It doesn't take long to find 
Kevin. 


Kiiioe4 abeiojys 23u09o|»5 


When Kevin enters the next 
room, go after him. The show- 
down is about to begin. 
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Chase after Kevin as he 
flees. Go through the green- 
lit door in the back. 


Follow the ramp around and 
go through the next green-lit 
door into a sophisticated lab. 


Fighting Kevin Young is defi- 
nitely the hardest battle you've 
fought so far. Make sure you 
have plenty of Life Chargers. 
You've learned many skills 
and techniques, and in this 
fight, they'll serve you in good 
Stead. Start out using boxing 
tactics; circle and stay away, 
keep Guarding yourself and use 
the occasional Counter. 
Remember to use R to break 
out of any wrestling holds Kevin 
puts you in. Conserve your 
power to serve up those blister- 
ing Combos that'll give him an 
attitude adjustment! Use an 
Offense Raiser and/or a Defense 
Enhancer power-up against him. 


Lt 

In a hrief moment, Kevin 

reveals his true self to you— 

and it's ugly! 

Y Mass 
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C alza 
al 


According to your power bar, 
you can deliver four-part 
Combos if you took on a lot of 
extra fights along the way. If 
not, the three-hit Combos are 
just as effective. Duck and 
weave around Kevin to get 
them built up. 


Kevin Young | 


| | 
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Hammer Kevin every time one 

of the sections on the power 
bar is filled. 

mr a 

z » 


Go through the green-lit door 
hetween the lockers. Then go 
through the next corridor and 
through the door at the end. 
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When you take some health A y it [319 x | 
points off Kevin, use the - e 

wrestling tactics against him. 


Take the elevator down and 


In the early stages of this enter a secret room where the 
match, you won't be able to aliens are working on the 
grab him easily. 


jay 06. president. They tell you where 
a Aes to use the Memory Card. 
. "*»* 1aDMULUALNAVIGANECOMARES 
mived: from ber tmutualt ravel 
com (be rtimutua'ttravelcom 


It takes some time, but you 
can wear him down and put 
him away! 


You quickly put the Memory 
Card into place. 


xavigentcom- Rec 
miveci: from be mutua rave 


Ünce Kevin is down, go back 
to the outer office. Walk to 
the desk and blast the small 
exploding box there. 


Once the president is freed and NES 
put in the aliens’ hideaway, it’s [=e 
time to go to work again. 


Climb up on the desk to get 
the Memory Card. 


Level 3-6 


President 
Life £ oe 7 
Charger ba Š 


Medium 


Tunnel 


: ü 
j Life 
Poa Poison 
Stamina “Hestorer 


Restoreró 
Medium 


Leave this room and walk 
back out to the crates. Leap 
up onto the crates to get the 
Speed Restorer out of the 
equipment vault there. 


E^ 


Empty the two equipment 


vaults on the left wall in the m. 
i i room. Grab the Poison 
= os a Restorer and the Stamina Drop down and talk to the alien 
| Y (from 27: thu Me " i 
Go hack through the only door in. | ro Restorer Medium. B T ka guarding the tunnel in the wall. 
this room. Turn left to find an lab@mute mtcom-Rece — Ri lobemutaamaviganitcom:ece a 
equipment vault in the next m —. | mai Tubal raa Bé 
| room. Get the Life Charger 4 4 [e] 
l Medium inside. Talk to the alien. | © pe oy D 
a ; - 4 E 7 It's very impor- 
4 © i <> PS tant to talk to 
go 54 I | every alien in this area to 


5 fully understand what's going 
A on. If you don't, the game 
won't let you proceed. 


4 
Talk to the alien by the door to 


4 st d from find out about the Navigator. Mu Way 
k WEM [095752 9 ReturnPathiccar 
iow S9 | hit com» REGE. labemütualnavigant.com»Rece 
T NEUES “rived fro st aaber tmutualt ravel 
Go through the next green-lit Ld D g = 
door and talk to the alien D 
there, then go through the XN ^ 
green-lit door on the other m—H s > 
side of the room. LLLI aS J is 
| à 


Turn around and enter the Life 
= = Pod against the back wall to Return to the alien and the 
PE restore your health and save POME — president. The president 

the game. immediately sends you to find 

the Navigator. 


Ignore the pile of crates to the 
left for now and go through 
the green-lit door ahead. 


Return to the crates where 
the alien was guarding the 
tunnel. Drop down and crawl 
through the tunnel. 


Slide down the shaft in front 
of you. 


Go through the green-lit door at 
the other end. 


Look up high and shoot the 
sentry robots to the left and 
right; each drops a Battle 
Charger Small. Then turn right 
and enter the Life Pod to 
restore your health and save 
the game. 
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Leave the Life Pod and turn 
right. Go through the door. Get 
ready to battle the Man in 
Black there. Guard against him 
to keep your life intact. This 
room has a regeneration pad, 
so make sure you know where 
you are in relation to the regen- 
eration pad unless you're doing 
really well against these guys. 


Weapon Factory 


‘GUARD FATLEO 


—Àa-— 


There's nothing new to handle 
with this Man in Black. Just 
stay on him and keep puonding 
away even if the damage 
amounts are small. It's better 
than standing still and being a 
target for his weapons. 


¢ 
- Tp n On this level, 


. po. activate the game's 
mapping feature so 

you can keep tabs on where you 

are at all times. 


4 


NL. 

U 4 Cross the room and go through 
the green-lit door on the other 
side. Go through the short cor- 
ridor and into the long hallway 
beyond. Avoid the 
Anklebreakers. Turn left and 


move forward. 
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Life Charger 
@ Large 


Large Battle 
Charger |9 


a 
Security Door 


Here comes a rough cus- 
tomer! Get ready for your 
first brawl with a Capella! 


Poison 3^ 
Syot Code 


[| 
Changer Battle charger 


Medium |z 


Life Charger 
Large 


Regeneration 


This is one of the opponents 
where running is in your best $ j 
interest. Retreat and let your 
power bar fill up. 

| 


Pucca 
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AM 4 PS Lai E^ 
3 à f ~~ It would be great fun and very Enter the door between the 
E easy if you could simply do two huge tubes. 
5 this throughout the match. $7 3E FON 
4 | However, your stamina drops "^ BE j aA 
Sh off. When you have to stand i i ee 
Capellas are incredibly hard to Sies ir nd n i C ll Do j 
wrestle, so depend on your t ep "E gi ribs Ti d us apt a : 
Combos. Take breaks to square BON t0 RO TIO BION Ser 
up with the Capella as if pem 9 ü May May ( 
you're going to box in order to 5 ; 095752199 eurn 26 Y 
get more time to refill the ang EA d 
power bar, then dash off t a sw im ic 
hefore it can hit you. ddobuas [27 
|o 
Ex 
These tin cans are really C Ei. 
| 8 'apellas are tough. However, they are NE 
tough opponents, but you can = r | also incredibly slow, moving only as fast — «æ x 


heat them down. 
wr 


as you set the pace. Take advantage of 
that control by backing away and letting 
the Combos build. Don't step toward the 
Capella after they're built up; wait for the 
robot to approach you and slam it when 
it's within reach. Don'ttry to wrestle the 
Capella! Save your power-ups. You don’t 
need them. 


Blast the Capella with the 
Combos when you’re ready. 


Get the Life Charger Medium 
from the equipment vault 
inside the short corridor. 
Return to the big room where 
the Capella was and take the 
door on the right. 


Return to the main hallway 

=| where the Anklebreakers are 

T and head to the left. Go 

$ through the door and take on 
yet another Capella. 


Enter the green-lit door 


between the tubes and spot 5 


the security door at the back 
of the room. 


STEP FAILED 
SES a 


Return to the big room and go 
* 1 through the door on the right. 
Avoid the Anklebreakers out in 


When the Capella is down, go 
through the middle door again. 


Avoid the Anklebreakers in 
the next hall. Enter the door 


on the left. Fight the Man in the hallway and enter the feo: 9E Take the Life Charger Medium 
Black inside the room beyond green-lit door on the left. from the equipment vault. 

the short corridor. The force MS zem m r Thi May( Return to the big room and take 
field that was covering the bos as ; TPA Wr 52 1999 Retr Pat the door to the right. 
equipmentcasefadesaway ^ juny | ———— , 

as soon as the Man in Black s E © 

is defeated. Get the Life r3 

Charger Large inside. - 1 
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The Capellas are 

YT» ? slow enough that 

dv p gu can back away 
gradvally in a boxer's 

| stance and completely fill your 
power bar and the Combo slots. 
| Take your time, then wait on 
| them and punch first! 


Go through the short corridor 
and through another green-lit 
57523 door to enter a room with a 
@mutua Man in Black. By now you have 
‘ed fro) all the experience you need to 


nert i ii 
be | um on and win. 


Again, avoid the 
Anklebreakers out in the 
hallway and enter the door 
on the left. Go through the 
short corridor and fight a 
clone. 


im 7796 Thu May € 
ReturnPat! 
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NOTHING 


Once the Man in Black is down, 
the force field in the back of 
the room vanishes and you can 
open the equipment case there. 
Take out the Battle Charger 
Large. 


Leave the room, go through the 
short corridor, and turn left in 
the hallway beyond. Avoid the 
Anklebreakers and make your 
way to the next green-lit door; go 
through. Get ready for another 
Capella. The strategy here 
remains the same. Strike big 
when you get the opportunity, 
then step to the side or behind 
for those really powerful blows. 


The clone is a lot like the 
Men in Black. She learns 
quickly to counter any move 
you favor, and can be hard to 
wrestle. Also, don’t get too 
far away or she will shoot 
you. Use the Guard counter to 
block her blows. 


Once the Combos build up, hit 
her with everything you have. 


r mee | 
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Throw in some nS 
moves to finish her off. 


Get the Life Charger Large 
from the equipment case. 
Leave this room and go back 
out into the main corridor. 
Head to the left and go 
through the green-lit door 
there. Take out the Capella in 
this room. 


Go through the middle green- 
lit door of this room and use 
the Code Changer on your 
Code Key. Return to the big 
room and leave through the 
green-lit door on the right. 
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Enter the green-lit door on the 
left and battle the Man in 
Black. You've already been in 
this room, but since you're 
going back to the Life Pod to 
restore and save, you don't 
have to go through all these 
opponents again if you lose a 
fight later on in this level. Once 
the Man in Black is beaten, go 
through the other door in this 
room and use the Life Pod. 


Weapon Factory 


Leave the Life Pod and go to the 
door on the right, where you just 
battled the Man in Black. You 
can avoid the next one that 
regenerates there by heading out 
into the main corridor or you can 
fight again. This Man in Black 
regenerates several times. 


[ow uuu 
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> LL] Head left in the corridor, Pass TODD 


bd urs) 


through the next room, then 

enter the middle green-lit 
=e door in the room after that to 

reach the security door. 


Ji DO “te off 


es 


ad the Life Pod and save your game. 
There are a number of opponents before you get a 


chance to save again; you don't want to go 
through them all another time. 


Before you go through the securi- 
J s ty door on this level, go back to 


The room in front of you has 
three red-lit doors. Destroy the 
four sentry robots floating high 
in the air around the elevator 
to get a Life Charger Medium, 
a Battle Charger Medium, a 
Poison Shot, and an Ice Shot. ifta 
Walk to the center of the room ien 
and take the elevator down. 1 


Walk through the next door 
and take the next elevator 
down in that room. 


A green-lit door lies ahead. 
Enter it and shoot the green 
security lock on the wall. It 
doesn’t drop the force field 
inside, but it does open a force 
field in another room. 

Leave the room and turn 
tight. Blast the sentry robots 
hanging over the catwalk. 
Gather the power-ups they 
leave behind. You should get 
three Life Chargers Medium and 
two Stamina Chargers Small. 


pua 
a * Be hee a 
The elevator drops you into a 
ipae large room with railings all Met vonk so E 
around. — 
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Life Charger 
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Elevator 
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a Note | 


will take you back up. 
do go up, walk off the 


~ 


aor 


g During the frequent trips you 
take back and forth across 
this area, be careful not to 
step on the elevator or it 


Medium 


Yellow Lock 


. If you 
elevator 


for a short distance, then walk back 


on to drop down again. 
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E. 
\ 
T, es 
o P / These 
sentry robots 
-—^ are very fast. 
The best strategy is to pick the 
closest one and creep up on it, 
taking a shot between steps. When 
a shot hits, fire a second round 
off quickly. It only takes two 
shots to eliminate each sentry 
robot. Take your time and you 


should be able to get them all with 
a minimum of damage to you. 
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Walk back along the catwalk 
after gathering the power-ups 
and go right, to the other green- 
lit door you can enter. Follow 
the corridor around. Blast the 
sentry robots out of the air. 


From here you can get a quick 
glimpse of everything that's 
waiting ahead. Return to the 
room across the first catwalk 
that had the red force field 
behind the other green-lit 
door. 


Enter the door at the end of 
the corridor. Battle the Man 
in Black in the next room and 
shoot the Blue security lock fa 
on the wall behind him. This = 
knocks out the blue force From 276. 
field in the room behind the 095752 19 
other green-lit door that you 
just came from. 


Blast the yellow security lock 
on the wall and go through 
the green-lit door beside it. 


another elevator in the center 
domma ofthe railing. It looks a lot like 


(905752; the last elevator, but note that 
[m none of the catwalks are open. 
Med mo Avoid the elevator and go 

ed through the green-lit door on 
E e 1 the other side. 
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For now, walk through this 
room's other green-lit door. 
Empty the two equipment vaults 
in the room with the red force 
field and get two Life Chargers 
Medium. Walk back across the 
catwalk to the corridor and the 
green-lit door to the room 
where the blue force field was. 


Follow the corridor around 
and blast the sentry robots 
floating there. Pick up the 
four Stamina Chargers Small 
and the Life Charger Large 
they drop when they explode. 


Walk through the door in the 
back of the room and get ready 
to fight another Man in Black. 
Keep close and stay aggressive. 
Attack from behind every 
chance you get. Blow up the red 
security lock, then go through 
this room's other green-lit door. 
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Turn around and go to the new 
area with the second elevator 
you just passed. Take the ele- 
vator down. 


Walk through the green-lit 
door at the bottom and follow 
the corridor around. Enter the 
big door at the end on the left. 


E 


Battle the Man in Black by 
staying close and using mostly 
punches and kicks to whittle 
him down to size. The Guard 
option, as long as you don’t 
make a habit of stepping into 
him and trying to use it, works 
very well. 


Go through the green-lit door 
on the other side of the room, 
then through the small room 
after it. Listen to the pumping 
noises thundering through the 
installation now. Blast the sen- 
try rohots in the outer hallway. 


This hub is a lot like the last 
one you just went through. 
Head to the left and go through 
the green-lit door there. Fight 
the Capella inside the room. 


Go through the middle door 
in this room. Take the Life 
Charger Medium from the 
equipment vault. Use the 
Code Key Changer to change 
the Code Key. 


Leave this room and go 
through the door on the right 
in the next room. Blast the 
sentry robots ahead. Enter 
the door on the left. 
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Defeat the clone inside this 
room and get the Ice Shot SP 
from the equipment case. Go 
hack to the main hallway and 
head left. Watch out for the 
sentry robots that have flood- 
ed the hall. 


sce Shot 


* Life Charger 


*Hurricane 


Weapon Factory 


Enter through the door and 
fight the Capella. Use Combos 
to put it down quickly. Go 
through the middle door, 
where there's nothing inside. 
Turn around and go back out, 
then go through the door on 
the right. 


ae Watch out for the sentry 
robots in the hallway. Blast 
your way through them to the 
green-lit door to the left. 


C Fight the clone inside this room 


by Guarding and following up with 
Combos, then claim the Hurricane 
Shot from the equipment case 
against the wall. Return to the 
. corridor, watch out for the sentry 
p robots, and head left. 


Lire Pod ô 


Qa 
Code 
Changer ^ 


Level 4-2 


Flame Shot * 


Exil 


Elevator 
gr 


: Walk back out to the main 
à P| corridor, go into the next 


room and fight the Capella. 


Leave the Life Pod and walk to 
the right. Take the elevator in 
the center of the room down. 
Avoid the Anklebreakers. 


Go through the middle door 

| and take the Life Charger 
poems Medium from the equipment 
= vault inside. Return to the 
iom, main room and go to the door 4. May 06 

3152 xx ON the left. Fight the Man in sud Walk through the next two 

Go through the green-lit door at pe ae redegi is in Ed rooms and avoid the 

the end of the corridor and fight orc; jet : ‘an _ttravetoom  Anklehreakers. Walk around 

the Capella. Go through the 12011431 at her [20420114346y pamot ha X the railing to the left outside 

middle green-lit door and spot the second room. 

the security door. You can go 

through it now if you want, or 

you can finish this hub and get 

the power-ups that are here. 


\7re7 In the corridor, turn right this 
[521995 time. Go back through the 


PEEP rooms until you reach the one 
acO 


Éettmu 
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where you found the security | Xi dil Step onto the large platform ele- 


(binas door behind one of the middle pangó Vator with the Muhlifain. When 2: se 
doors. it wakes, prepare to fight for 
your life! 


Head back out the door and 
go through the door on the 
right. Watch out for the sen- 
try robots in the main corridor 
and head left. 


Go through the security door. 
Blast the three sentry robots 
high in the air to get the Life 
Charger Medium, Offense 
Drainer and Defense Drainer, 
then walk to the Life Pod. Enter you get very far away or 

to save the game and restore stand in one place, so keep 
your health. moving. 


The Muhlifain is a big, mean, 
fighting machine. Wrestling it 
is out of the question. Box it 
like you did the Capellas. Be 
careful: it sets you on fire if 


Battle the Clone inside and 
take the Flame Shot SP from 
the equipment case against 
the back wall. 


Muhlifain 


The strategy with this first Muhlifain is 
simple: step close to prevent it from 
using its lasers. While you're fighting 
toe-to-toe, the Guard option works 
well most of the time. Pound the 
Muhlifain every opportunity you have 
to keep it off-halance. Circle behind to 
lay it out with a powerful punch and 
get lots of extra damage. Even when 
you have Combos, limit yourself to 
one punch at a time, then hit it again 
as it struggles to get up. Take advan- 
tage of the Muhlifain's slow move- 
ments. Also, it has a tendency to 
ignore you. 

Conserve your power-ups, except 
for the Life Chargers, because you 
don't really need them. 


¢ 


\ This is actually 


aF 

is Note the first room you 

entered on this 

bts level after leaving 
oa the elevator. The Man 

m in Black regenerates, but if you can 
aS | beat him, he gives you a Life Charger 
Large. If you don't feel up to the fight 


because it's been too long between Life 
Pods, skip it and go on. 


Get behind the Muhlifain and 
hit it with everything you 
have. 


ju May O. 


After you defeat the 
Muhlifain, it blows up. 
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Walk off the platform elevator 
and follow the railing around 
to the right to another door. — l1 


9—e./n 
START 


a 

Life 
Charger 
Medium 


Enter the green-lit door and 
cross the small room to the 
elevator on the other side. 
Take the elevator down. Cross 
the small room and enter the 
next room. Take the Life 
Charger Medium from the 
equipment vault, then go 
through the door beside it. 
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Pherkad 


One good thing about the Pherkad's 
programming is that a lot of the time 
it ignores you. It follows a pre-set 
path as it wanders around the rooms 
it's left in. However, once you catch 
its attention, it has no problem target- 
ing its laser at you and pulling the 
trigger. 

Stay loose and in motion, and hit 
the Pherkad from behind to get the 
most damage points. Don't try to 
wrestle it. 


Get ready to fight your first 
Pherkad. 


Pherkads can't he easily wres- 
tled. Boxing maneuvers are 
hest. Back away to allow the 
power bar to charge. The 
Pherkads sometimes pause, as 
if they forget you're even there. 


Ünce your Combos are pow- 
ered up, unleash them! 
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Code Changer 


orce 


E 
Life Charger Field 


The Pherkads can do a lot of Enter the green-lit door at 


damage when they hit you. Stay [1 the other end of the catwalk. || am 
away to let your power bar 

build, then take the attack to | S 

them. 


Weapon Factory 


Use the Code Changer on the i E 
left side of the wall. 


Keep hammering the Pherkad o 


with everything you have until 
it goes down. 


n 72a? 
97:52 1996 
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Follow the corridor to the red l 
torce field that blocks the way. ] 


Exit through the green-lit door 
to the left of the one you 
entered and follow the corridor. 
Go through the green-lit door at 
the end. 


on o Turn around and walk back 
across the catwalk over the 


OJ ]«— Cross the catwalk over the boil- 


@ —.: İng lava while avoiding the o ff ef LA e @>>@<--¢ 
<S Steam blasts. Time the steam sy 
e el blasts to move successfully wry i$ DRI y C 


N SIT 
om Tip F 
By now you 


os f^. sw be up toa 


five-hit Combo, so use it. 


|. 1431 
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« Keep going along the catwalk.  tirnPath< 


Blast the sentry robots and go ae a 
totheotherendofthecat. — = PP NDS Tee Oe i: 


walk. Go through the door. 


Walk through the short corri- 
dor ahead and go through the 

green-lit door at the end. Use 

the same strategy as heforeon 
the Pherkad ahead to kill it. 


Enter the room at the other 
end where you battled the 
Pherkad and go through the 
green-lit door on the opposite 
wall. Go through the corridor 
on the other side and enter 
the big door at the end. 


PE TB, 


Shoot out the red security lock. 


Cross the long catwalk and 


i uMayO6 from 772877? Thu May 06 

avoid the group of fire cannon furrPatitecan — | 095752 1999 ReturnPath<car- 
along the way. Time their inter ~ yant.com>Rece 
blasts to get through. mut, ga xr tmutualt raval 


3com varwentin d ltra > rtmutua Itravelcom 
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3 L p J If you're low 


on life, you can * 
L shoot the red 


security lock while Tx) 
avoiding the Pherkad. p- ' 
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eae, 


Enter the security door on the 
wall to the left of the door you 
entered. Follow the corridor to 
$æ; the door at the other end. NM 


Search the next room for the 
two equipment vaults. Take 
the two Life Chargers 
Medium. Notice the elevator 
on the wall opposite from the 
one you entered. Don't take 
the elevator now, just remem- 
ber where it is. 


Leave this room and go back 
out where you came from. From 2772. 
When you enter the room with 
the yellow disks on the floor, 
cross the catwalk over the lava 
again by taking the door on the 7 
right; it’s the only door that [ 
isn't a security door. 


labemutuc 
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Watch out for the sentry robots: 
they’re back. 


As you approach the group of 
fire cannon on the way back, 
they only ignite when you cross 
in front of them. Leap over 
them to get by. 


095752 19 


In the yellow disk room at this 
end of the catwalk, go through 
the green-lit door on the oppo- 
site wall. 


Follow the corridor and go 
through the green-lit door at 
the other end. Cross over the 
boiling lava and watch out for 
the steam blasts. 
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In the yellow disk room at this 
end of the corridor, enter the 


v.e L E 


Leave through the door to the 
left of the door you entered 
through. Follow the corridor 
and go through the green-lit 
door at the end to find another 
catwalk over lava. Keep going. 


A 


Avoid the steam blasts and go 


zo 
E through the door at the end. 
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In the next room, turn left and 


security door on the right wall thu May¢ empty the two equipment 
and go through the small ReturnPat cases of their Offense Raiser 
rooms to the elevator. Take Agantcom and Defense Raiser. 
the elevator down. Go through nr UM 
the next two green-lit doors — p, pamot her 
and fight the Pherkad in the 
yellow disk room. 
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Catwalk 


Elevator 
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START 


Blast the purple security lock 
on the wall. Return across the 
catwalk. In the yellow disk 
room, go through the green-lit 
door on the opposite wall 
from the one you entered. 


Go through the door at the 
end of the corridor. Follow the 
path between the railings. 


Up ahead is one of the 
fiercest opponents you’ve 
faced so far. The Muhlifain 
doesn’t actually engage the 
way other attackers do. You 
have to take this critter down 
with your ever-trusty Defuser. 


Move toward the Muhlifain, 
ing your Defuser at select inter- 
vals until you start hitting it. 
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vo 4 The best strategy 
here is to either 


wait for the two steam blasts 
and weave between them to 
Once you start hitting the Go through the door at the 
Muhlifain with the Defuser, it gt eser, ar to chiot ud end of the corridor and enter 
goes wild! Defuser. You can fire during another room with a Pherkad. 
the missile launch, but you'll Destroy the Pherkad by outfi- 
probably take some damage. If a it and attacking with 
ombos. 


you have a lot of Life 
Chargers, that's no sweat. The le 
lasers seldom touch you, but 

you have to dodge the pink 
explosives and that doesn't 

give you much time for accu- P 
rate shooting. * 


HEC. 


Once the Muhlifain goes 
down, avoid the last few 
weapons bursts and jump over 
the Muhlifain to get around. 
Keep following the catwalk. Keep the middle green-lit 


1 é 1 me um ; door to your right and enter 


Weapon Factory 


3 
Ed 


Dodge the bombs! 


the green-lit door on the wall 
ahead. Raid the two equip- 
ment vaults ahead and take 
the Defense and Offense 
Enhancers inside. 


Blast the Muhlifain with the 
Dodge the lasers! Defuser every chance you 


get. Enter the door at the end of 
the catwalk. 


Return to the last room and 
enter the middle green-lit door 
on the left. Follow the corridor 
through another door. Take the 
two Life Chargers Medium in 
the equipment vaults on either 
side of the elevator. 


Dodge the short-range missiles! > Aid 
= Td 1 EIE] Weave between the steam ES P Res 
blasts. Destroy the sentry robots in 


TS... 2.6. UU the next corridor. Watch out 
for the Anklebreakers. 
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z In this mode, you have to oO oO 


access your inventory by 
oo r "4 pressing Gs); you aren't in 


actual combat mode at the 
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Take the elevator down. Enter 


Dodge the long-range missiles moment. It's easy to forget in the the Life Pod in front of you to 
and notice the gate that has heat of battle. save the game and restore 
closed behind you. your health. 


7 


4 
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Level 4-3 


Walk to the other end of this 
railed section. Leap over the 
fire cannons and go toward the 
door at the end. These fire can- 
Go through the green-lit door nons spin around to follow you, 
on the right. Take on the Man so watch it. ú 
in Black that charges at you. 5 

Use the strategy you've devel- PS ~ 
oped of staying close and 
pounding him every chance 
you get. 


Go through the green-lit door in Blast the sentry robots in the 
the back to find yourself on next corridor and go on through 
another railed area. the door ahead. Fight the Man 
in Black in the next room with 
your regular tactics. 


You've got to be quick on the 
trigger and possess deadly 


: aim to blast the roving sentry This room has a security door 
Fire the Defuser at the rocket robots in this area. as well as two small exits 
launchers until they blow up. Ss that lead to conveyor belts. 
The crossfire they spew out à Hi 
makes this even harder. [s dd T d 


Go through the green-lit door = = a m À 
at the other end of the corri- 
dor. When you see the railing 
up ahead, follow it around to 


Getting desperate 


ur at this point? Vou 


can always jump 


© For now, ignore the door on 


the left that you approach; Take the conveyor belt to the 
[2] between the rocket launchers and run B keep going. you appı ] NR RR Rud 
joo; through the green-lit door! Ed roam Avoid the 
|| tome} Anklebreakers and enter the 
Ive: frláhm ber t mut ait ravel mived from bertimutualt ri other green-lit door in this 
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room. Take out the Pherkad 
inside the next room but stay 
close to it because this one 
has shooting capabilities. 


other end of this path with the | 
Defuser until it blows up. Empty — YS » 

the two equipment vaults and [17 E17 EE ME -A0 <<] 
take the Speed Restorer and 
the Super Restorer inside. 
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k 4 : 
NI vx 
NGA T, Destroy the final sentry robot 
Pc Ip furl " æ and go through the door at 
you're quic the end. 
bo ad enough, you can 
actually weave AA qe 
cee our best strategy again: 
between the missiles the rocket Blast the sentry robots in the this Pherkad is to stand to the 
launcher fires at you. You can next corridor. side or behind it and hammer 
even shoot the missiles out of the Perd when it isn’t 
looking. 


the air. 


Blast the sentry robots guard- 
ing the stairs and look out for 
the Anklehreakers as you 
walk down. 


Enter the green-lit door to 
reach the next room with the 
green force field. Take the 
Life Charger Large from the 
equipment vault against the 


Leave the room through the 
other green-lit door. The next 
room is a lab. 


Blast the sentry robots 
guarding this area. Also take 
out the small sentry robot 
overhead. With its demise 


far wall. Return to the other = = you gain a Life Charger 
room and take the conveyor , 
helt out. 


Medium. Go through the 


green-lit door on the left. 
= 


Weapon Factory 


Destroy the Pherkad in the next 
room. Circle closely to it and 
wait for the power bar to fill for 
the Combo attack; this one 


Ride the conveyor belt to the loves its guns. 


Turn left and blow up the red 
security lock. Use the Code 
Changer behind the red secu- 
rity lock to change the Code 


Ke 
end. Go through the green-lit seco Battle the Pherkad in this | OON um 005752 1999 Ret Path a 
door in the next room, then room and put it down. You've rar E ben igant-com>Rece 
get your Defuser up and start got the skills, just punch it 5 mutualt raval. 


blasting the sentry robots on \ (bert out! Ca ltravelcom 
guard. It’s a tense fight and t 
there’s no way out, so make 
sure your health is near full. 
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Z w can step 
inside the circle 
pattern the Pherkad follows and 


Attack the Pherkad from behind | 
or from the side every chance 


arm and kind of hang there. You 


NP t soda 
qu ma A Go through the middle green-lit. Mor vill automatically face it while 


i door in this room, just to the 
oat left of the one you entered. 
tm Blast the sentry robots in the 

4201143 corridor and go through the 


Pherkad gets ready to shoot, you 


Wo 
The presence of so many sen- age oo can dodge to your left and it will 


try robots makes you curious, 


doesn’t it? Go take a peek green-lit door at the end. miss you. This doesn't happen 
=] ve behind the green-lit door they p- PETA every time, but the percentages 
>" El) were guarding. are with yov. 
When the Pherkad is 
(^ Si punching, step right to avoid most 


Before you take the one-way 
trip on the conveyor belt here, 

try the door on the wall left of 

it. Inside is yet another force =| © ~~ 
field, this time a red one, but it & TET] 
also has the green security 
lock. Blast the green security 


of the hits. You'll be able to tell 


is close, it's going to be a punch 


lock, then take the conveyor Take down the Pherkad in the a lot of damage. 
belt in the next room. next room. 
Take down the Pherkad in the i 
next room, then go through the 7 be. 
other green-lit door in this ¢ 
S room. T, You can only use the conveyor belts that 
a 1 travel away from yov. Don't try crawling 


against the conveyor belts coming toward you, 
it's a waste of time and energy. 


maneuvering, 


just stand there. Lean into its left 


your power builds. filso, when the 


the difference between the coming | 
[ = punch or gunshot. If the Pherkad AI 


or a kick. Knowing this saves you 


k 
| 


Approach the computer con- 
sole and activate the pro- 
gramming. 


Follow the corridor and locate 
the slide at the end of it. Go 
down the slide. 


Take the conveyor belt in the 
next room. Go through the mid- | 
dle green-lit door there and 
raid the equipment cases that 
had been protected by a force 
field. You'll get an lon Shot 
and a Flame Shot SP. Return to 
the last room and take the 
green-lit door on the right. 


Leave through this room's 
other green-lit door. Take the At the bottom of the slide. 

i: 5 a 
two Life Chargers Medium through the green-lit door 
from the equipment cases 


ahead. Go through the next cor- 
ridor and green-lit door as well. 
The next room holds a lot of 


against the wall. Go through 
J the door at the end. 


EOS May 06 Avoid the Anklebreakers in ThuMay¢ Surprises. — ] 
the next room and ride the Rer nPath E 
conveyor belt out. Ignore the — !gantcom»* p— 


conveyor belt across the room 
because it only takes you in a 
circle, where you've already 

been. Go through the security 
door on your right. 


ie 


In the next room, avoid the 
conveyor belt and take the 
other green-lit door out. This 


: To activate the 
ae r^ computer here, E be hi = is Diaz, returned to 
ull strength. 


will bring you back through n Simply walk up to it. Thu May C 

the rooms you've already been 25/52 It's very important that DAE 

through in reverse order, but — j you do this in order to ini- — tmuat^  —— 
now you can get all the stuff — 5 B. ütua Itraveld zc 
that was protected by the tiate the sequences that Mbv pamot —— 

force fields. Blast the sentry will allow you to finish l 


robots above the stairs before 
you start up. Fire on the 
Anklebreakers or leap over 
them to get back up the stairs. 


this level; it reverses all 
the conveyor belts. J 


Diaz has nearly killed one of 
the aliens. 


Go through the short corridor 
and the door at the end. The 
next room is a large lab that 
allows you to look out over the 
area where you found the last 
Code Changer. 


Go through the next room, then 
blast every sentry robot in the 
room after that. 


Thankfully, the alien isn't 
quite dead and you can talk 
to him. He tells you to contin- 
ue looking for the Navigator, 
then dies. 


La @ 


Follow the hallway ahead. 


Use the Life Pod on the right 
to save your game and restore 
your health. 


— 
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Underground Shelter: Lowest Area 


Once you're out of the Life Pod, 
go to the elevator on the right. 
Take the elevator down. 


Open the two equipment vaults 
in this room and take the two 
Battle Chargers Medium. Go 
through the opening between 
the equipment vaults. 


i 


Drop down to the room below 
and look around. Sentry robots 
guard the ramp leading up. Open 
the two equipment vaults on the 
right to get two Life Chargers 


Medium. Blast the sentry robots " 


and go up the ramp. 


Elevator 


& 


Exit Lire Pod 


Walk through the next door- 
way and drop again. Blast 
the sentry robots guarding 
this ramp and go through the 
green-lit door at the end. 


Go through the glass-walled 
corridor. 


Walk across the catwalk, but 
don't fall off or you'll di 


START 


bees ^al fal 


medium 


Climb down the ladder inside $ 
this room. Walk between the 

bars to the door at the other 

end of the path. 


In the holding area ahead, turn 
to the right and enter the first 
green-lit door on the right wall. 


At first, this room looks 
empty. When you walk inside, 
bars close off the door behind 
you and a Gomeisa drops from 
the ceiling. By now you've had 
plenty of dealings with these 
things, so pound this one 
down quickly with Combos. 


Catwalk 


Elevator 


EXIT 


As soon as the Gomeisa's down, 
a column near the back wall 
turns. Walk over to it and oper- 
ate the console inside. Watch 
the console as a force field in 
another area drops away. 


Leave the cell and go back 
out into the corridor. Turn to 
the right again and enter 
through the next green-lit 
door on the right wall. 


This cell holds a Cebalrai, the 
first you've faced so far. 


Cebalrai 


If you're going to stay alive 
against this creature, stick 
with boxing attacks. Fend it 
off, then beat it down with 
Combos. Take advantage of 
how the Cebalrai tends to start 
and stop during its motion to 
build your power bar. 

Use the Speed Drainer 
power-up against the 
Cebalrai. You should have a 
few of them, as they're really 
effective against the monster. 
However, you should be able 
to punch the Cebalrai out 
easily enough by sticking to 
the strategy in the previous 
paragraph. 


The Cebalrai is extremely fast, 
but you still have time to let 
your Combos build. It doesn’t 
have any distance weapons, so 
back away then hammer it when 
you’re at your peak. 


f If you take the 
Z time to notice, 
the Cebalrai moves 
in a start-and-stop fashion. 
Do the same and your 
power bar will fill faster. 
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A five-attack Combo puts a seri- 
ous hurting on this Cebalrai. 


Once you unload a Combo on 
this opponent, back away and 
gather strength again. Then hit 
the creature again to destroy it 
permanently. 


The column at the back of 
the room turns again. Go 
over and drop another layer 
of the force field. 


Return to the main corridor. 
The next exit on the right wall 
is where the force fields are 
dropping. You can't get 
through right now, so just 
keep going. 


Enter through the next green- 
lit door on the right. 


This room has a Naos in it. 
Remember to power-punch it 
to get the Life Chargers from 
it. Then blister it with Combos 
and wrestling moves. 


Operate the console at the 
back of the cell to drop 
another force field wall. 


Leave the cell and go back to 
the corridor. Head to the right 
again and enter the next door- 
way there. 
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a Flame Shot ; * 

Stat s Life Charger a i ESEA 
The Kitalpha in this room is, Medium Elevator a Even with the Sargas on a 
just waiting for you. Take the ENTER EXIT |? Speed Enhancer, you can 
battle to it. Again, stay back Bevhtor i m / easily sidestep it. 


and let the Combos build to À Ice Shot | 
quickly dispose of the I Sargas's strategy is consistent: 


Life Charger B it's a boxing tactic creature. Step 


Underground Shelter: Lowest Area 


Operate the console at the 
back of the cell to drop the 
last force field. Now go back 
to that area. 


221111 


na 
Go through the door in front of 
you and turn right. We're 

going to sweep through the 
cells on this level now. 


This room contains a Sargas 
in the corner. Step over to it 
to make it attack. 


EI 


medium fe in for a few quick punches or 


kicks, then drop back and circle 
the Sargas to build your power 
bar. The Sargas uses a Speed 
Enhancer first thing, which 
makes the monster considerably 
faster; counter with a power-up 
of your own if you’re not suc- 
cessful with the initial attacks. 

Punch or kick, then move. The 
Sargas circles and dances with 
you as long as you don’t stand 
Still. Build up the Combo power, 
then hammer the creature. The 
Sargas is a champion wrestler, so 
try to stay out of its grip. 


When you close in, the Sargas 
springs into action. 


The Sargas uses a Speed 
Enhancer to boost its speed. If 
you have a Speed Enhancer in 
Inventory, use yours to match 
your opponent. If you do not 
have one, kick back and let the 
Combos pull together, then 


attack the Sargas. 


Step in and destroy the 
Sargas. Watch out: it can 
take a lot of damage. 


Operate the console at the 
hack of the cell. One of the 
force fields at another corri- 
dor drops away. : 


-z 


Return to the main corridor 
and head right again. The 
next door on the right has a 
red light; you can’t get into it. 
Keep going past the corridor 
with the force fields. 
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Life Charger 
a Large 


START 
Life Charger 
Elevator ^x 


When the Tegmine hits you, 4 5 NW Explore every corner of this 
you'll really feel it! Keep à | room to get the Alkalurops to 
whacking on the Tegmine | drop. It’s your first battle with 
until it collapses. 3 & | it; just move back and keep the 


Combos buil 
Tp / Mo matter how 


ssp 7 much damage Walk through the green-lit door 
you sustain from the ahead and go out to the corri- 
Tegmine, don't use a Life dor. Turn right and use the Life 


P ^ ; = Pod there to save the game and 
A Tegmine drops from the ceil- Charger. Your next desti- i restore your health. Return to 


ii Monats from ge nation is a Life Pod and the corridor. Again, bear right. 
2 


taking the fight to the monster. there aren't any unwel- The Alkalurops uses a Defense 

The Tegmine is really slow, so come beasties between ^ EE mE Y Enhancer. Counter with a 

building Combos is no problem. dit. | Defense Drainer or an Offense 
SS you an’. it. 1 Enhancer, or just hang back 


€ and use the five-hit Combos. 
Tegmine 


Enter the first green-lit door on 
the right. 


This console clears off the 
last of the force fields. $i MNIMQLIIIPOD? m -—— 


When you get the chance, 

7 Step in and bombard the 
The main strategy with the E E Alkalurops with Combos. 
Tegmine is to avoid getting hit. 
Keep a Life Charger handy and 
don't let your Health drop too 
much. Hang back and punch 
the creature; don't go toe-to- d PF y Caution 


toe with itunless you've gota — ME / Watch out for the 
Combo. The Tegmine has the € d ^- p^. filkalurop's sudden 


—ÀÓ—— 
longest arms and reach of any AE lunge. It can cover à lot 
of ground when it gets ready to. 
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Hybrid creature, which makes Return to the corridor and run The most dangerous thing 
up for a lack of speed. back to the left to the elevator about the Alkalurops is its quick 
Circle the Tegmine. Your previously covered by the force distance lunge. The Alkalurops 
greater speed allows you to do fields. Go through and take the can take away several feet of 
that easily. If you can get it in elevator down. safe breathing space in a heart- 
a wrestling throw with Power heat, so keep an eye on it. 
built up, you can deal serious The best strategy here again 
damage. Hit the Tegmine from is to back away and let the 
behind while it tries to get up Combes build. The Alkalurops 
to increase that damage. uses a Defense Enhancer right 
s off the bat. Counter with a 
power-up for a faster win, or 
take a little longer and beat it to 
the ground. 


Underground Shelter: Lowest Area 


T p / Remember that 
mf after the fight is 
— over you can make 
a quick trip to the Life Pod 
before you take on your 
next opponent. 


Use the console in the corner 
to drop one of the force fields. 


Return to the main corridor and 
head right. For now, pass the 
corridor with the force fields. 


Enter through the next green- 
lit door on the right. Get ready 


oe 


Asp ara tien 


It’s been awhile since you 
fought one of these creatures. 
Remember that the Dubhe 
spits poison. Stay close to it 
and use wrestling moves when 
you have the chance. If a 
Combo builds up while you’re 
moving around, use it. 


After you kill the Dubhe, use 
the console in the back of the 
cell to lower the final force 
field. 


Walk down the ramp ahead and 
slide to the bottom. 


No time to worry about how 
you’re going to get back— 
there's definitely no easy way. 


Go back out into the corridor 
and run to the hallway on the 
right, toward the doorway you 
used to first enter this level. 
Use the Life Pod beside the 
elevator where you came in. 


ENTER | Navigator 


Leave the Life Pod and run to 
the opposite side of the room. 
Enter the corridor that was 
protected by the force fields. 
Take the elevator down. 


Head right and enter the first 
door on the left. The door can 
he hard to see, but it’s only a 
few steps ahead. Inside the next 
room are two green-lit doors. 
Enter the door on the left. 


Go through the door ahead 
and turn right to empty the 
equipment vault in the corner. 
Add the Life Charger X to your 
inventory. A Life Charger 
Large is on the opposite wall. 


When you enter the room, the 
darkness seems all-consuming. 
Then flames roar into being. . . 


...anda fiery humanoid shape 
Steps out of the flames! 


Any creature with a distance 
weapon must be fought up close. 
Stay tight on the Antares and 
hammer it with Combos. If your 
inventory is packed with power- 
ups, consider using Offense or 
Defense Enhancers. A Speed 
Drainer would also come in 
handy, giving you just a little 
extra time to beat on the Antares. 
Ifyou do decide to put distance 
between yourself and the 
Antares, make sure it's as much 
as a roomful of space. Don’t even 
consider wrestling the Antares; 
when you make the effort, the 
Antares tail-smacks you for your 
trouble, adding insult to injury. 


The coming fight can be terri- 
ble. Keep an eye on your 
health level; the Antares spits 
steam blasts that are deadly. 


Step into the Antares and 
shake things up with a Combo 
if you have it. 


UUUPPERRHOOK " 


«v. 


Punch the Antares every 
chance you get. 


Keep your distance to let the 
Combos huild up. 
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1 


j Tp p The fintares 


// seems to miss the 

most when yov step 

to the left during an attack. 
to move more 


TT 


Back out to the hallway, and 
step through the other door. 


It feels good when you finally 
put him away! 


Another creature takes shape 
in the flames. 


Caution | 
/ Wrestling is 
q^ totally out of the 
question with the fintares. 
You can't get a grip and he 


tail-whacks yov every time. 


In seconds, the Rigel stands 
ready before you. 


Notice the movement near the 
ceiling as a big lock disen- 


f. Thankfully, the fintares isn't exactly a marksman. 
p^. If you're far enough away, it misses you often. The 
— problem is you have to really move in order to get 
close again. Or you can get help from your inventory. 
Remember to save some of the Life Chargers and pistols for 
the final foes. 


The Rigel has hurricane breath 
that does a lot of damage; stay 
close so the creature won't get 
the chance to use it often. If you 
get too close, the Rigel uses a 
force blow that does no damage 
but knocks you from your feet and 
leaves you temporarily vulnera- 
ble. Like the Antares, wrestling 
the Rigel is nearly impossible. 

Stay close, take a little pun- 
ishment if you can to buy time for 
the power bar to fill, then ham- 
mer the Combos home. Put 
some distance between the Rigel 
and yourself to raise the power 
bar and still keep the Rigel within 
its punching and kicking range. If 
you get too far away, it uses its 
breath strike again. 


Like the Antares, the Rigel has 
a distance weapon. 


Close in and punch the Rigel 
when you get a Combo going. 
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Underground Shelter: Lowest Area 


Watch out for the Rigel's arm 
sweep hecause it'll knock you 
off-balance. Get up as soon as 
possible because the Rigel 
breathes on you whenever it 
gets the chance. 


s 
s ors es 


m Ra 


Keep hammering away at the 


Stay with the Rigel and your 
efforts will pay off. 


Above you, the lock moves 
again. 


Go through the green-lit door 
ahead. Another being takes 
shape in the flames. 


This is the Algol. Like the oth- 
ers, it’s very dangerous. 


The strategy with the Algol is sim- 


ple. Follow one cardinal rule: you 
can hit what you can't see! Circle 


the Algol and build up your power 


bar, then hammer the monster 
with everything you have until it 
collapses and stays down. Your 
best time to launch an attack is 
right after the Algol reappears. 
The Guard option works 
extremely well on the Algol. 
Stand still and let it come after 
you. Guard against its moves 
while your power bar fills, then 
unleash all those stored Combos. 


disappear. Stay moving and 
hit it when it comes close. 


You don’t have to see the 
Algol to hit it. If you know 
where the Algol is and you’re 
within reach, attack and 
you'll still make contact. 


Once you start trusting your 
instincts, the Algol gets even 
easier to hit. 


When you have the timing 
down, you can deliver three or 
four one-punch attacks—if 
you stay close enough—even 
without a Combo. 


T p f Once you start 


- qo laying out one- 
punch attacks, 

using the Step Back option 
in the Combat menu makes 
the filgol's attack miss yov. 
You can also move back- 
ward at a steady rate and 
stay away from it while 
your power bar builds. 


Hit the Algol with enough 
Combos and it will collapse. 


When the battle’s over, watch 
another section of the lock 
above open. 


Go through the next door. One 
last opponent materializes in 
the mist. 


Beware the Polaris. 
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- 
Polaris 


CRGA SSS 


Walk around the green force 
field until you reach the door, 
then enter. 


Pick your moment, set your- 
self, then take the fight to 
the Polaris. 


Give yourself some room to work 
against the Polaris. Stay close so 
the breath weapon doesn't become 
a major factor in the battle. 
Remember, if you stand close to the 
creature, its weapon won't work. 
Use a Speed Drainer, Offense 
Raiser, or Offense Drainer if nec- 
essary. If you move quickly and 
save up for those big Combos, 
you'll have the Polaris down 
soon enough. 


Cb es 


= The Navigator causes a protec- 
STEP-FAILED: 


tive force field to encircle the 
platform you're standing on. 


The Navigator appears in the 
flames.» 


It seems like forever before the 
Polaris dies, but it finally does. 


The Pol: 
weapon. 


The platform is then propelled 
through the other levels above 
you. 


The Navigator tells you about 
the ship, and offers to move 
around with you to help. 


The platform docks in the cen- 
ter of the ship. Get off and fol- 
low the catwalk back to the 
interior of the ship. 


Use the Step ability on the 
Battle Menu to escape when 
the Polaris closes on you. 


The central tower drops into 
the ground. 


He tells you he must fuse with 
you in order to go. 
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Turn toward the green force 
field. 


If the Polaris's breath hi 
you, you will temporarily 
freeze. 


Enter the Life Pod ahead and on B 
the right to save the game and 
restore your Health. 


The Navigator gathers his 
power. 


Bioweapon Factory 


, © 


HYBRID HEAVEN 


Level 5-1 impe" 
ans Tp = 


ba- fire cannon 
won't touch you 
while you're opening the 
equipment vault. But get 


away quickly once B Life Charger 
you're done. & medium 


Once you step out of the Life Life Pod 
Pod, turn right and go through 4 ^ i ü 

the door at the end of this START | 
corridor. Fight the Sargas in 
this room. 


Me: 
Expoding a 
Crate i 
Life Charger | 
Life Charger a 
Large — 
D nu 
g 
Walk to the door at the other Ring 
end of this room and raid the " Eraser 
equipment vault there for a Life 
Charger Medium. Then get out 
Stay away from the Sargas of the way quickly before the pg E Stamina 


and let the Combos build up, fire cannon hits you. Eg. Charger 
then whack him. um 4 Large 


Elevator. 7 


, Life Charger 
{© må Large. /) offense 
6 4| Enhancer 


Enter the door with the yellow 
Exit this room through the other triangles over it, to the right 

door. Fire cannons guard the of the one that you entered to 
doorway. 


get here. 


Retrace your steps back to As you go toward the next 

the room with the fire can- ES door, a Canopus drops from i 
non. Drop down and crawl the ceiling. l 
through the door there. 

Usually the fire cannon won’t y > 

touch you. : z L 


Turn left and blast the exploding TERES - Tip " 


crate to clear the way to th Go through the next green-lit P 

pes MIS EE up e ie- i door and fight the Naos inside. If you lost your edge with the Naos ^ p^ 
Charger Large but move quickly A Punch it hard to get the Life or got tagged a feu times by the fire 

so you don't get hit by the fire Chargers Small it carries. cannon, walk back to the hallway with the Life Pod 


cannon. Take the Stamina 
Charger Medium from the 
equipment case behind the fire 
cannon against the wall, and the 
other Life Charger Medium in the 
opposite corner of the room on 
the other side of this gate. 


J 


and get charged up again. It's free for the moment. 


oa we 


ne COUNTER FAILED: | 
— i — £( 


After the Canopus is down, go 
through the green-lit door at 
the other end of the room. 


Big as the Canopus is, it's a 
boxer, and it uses a lot of the 
same techniques you've learned. 
Try to stay out of its reach until 
you build up a Comho, then ham- 
mer those blows home. 


Avoid the Anklebreakers in ` 
the next room and get the 
Ring Eraser out of the equip- 
ment vault in front of you. 


ork 


3 in 
Tip z Beware of the 
4- [7^ bomb that drops 
from above when 
A you get the Ring Eraser! 


VE IM A jer bem” 
p md 
The Canopus is a fierce oppo- 
nent if it gets hold of you. Move 
and strike quickly. 


Back away in short steps and 
stay out of reach of the 
Canopus's sudden lunges. 


comes at you, so be ready for 
it. Open the equipment vaults 
and take the two Life Chargers 
Large inside. Then go through 
the green-lit door. 


ae 


After your Combos build up, 
hammer the Canopus. 


hd- p^ already know 


cog |J 
Walk to the corner of the room - 
opposite the other door and find 
two more equipment vaults. As 
you approach, a small herd of 
the smaller Anklebreakers — 


n — 1: j 


The next room holds an 


Blast the sentry robot ahead 
and follow the corridor around. Alkalurops. It moves fast and 
is quite dangerous, so build up 
your Combos and whack it 
quickly. Stay out of its reach 


while you let the power har fill. 


The corridor ahead is packed 
with sentry robots. Blast them 
and avoid the fire cannon. 
Run through the opening. 


Shoot the green security lock 
off the other door in this 
room and go through. 


the fire cannon is 
indestructible, stay back 
and pick off the sentry 
robots in this area to cut 
down on the amount of 
risk you face. 


i n It takes about 


4- rm ten shots to 

blow the lock off, 
so don't get impatient and 
give up too early. 
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A sentry robot runs out at 
you from behind the crate. 
Blast it quickly, take the 
Stamina Charger Large it 
drops, and keep following 
the corridor. Enter the door 
at the end. 


In the next room, there’s a 
security door on the right. 
You can’t go there yet. Turn 
around and empty the two 
equipment vaults against the 
wall to the left. Take the 
Offense Enhancer and the 
Stamina Charger Large. Then 
go through the green-lit door 
opposite the one you entered. 


Get close, then set your aim on 
the rocket launcher located at 
the opposite end of the room. 
Blast the missiles and the launch- 
er itself until it blows up. Grab 
the Life Charger Large it leaves, 
then crawl under the gate. 


L 
> [4 
T, L 
» "p A Move toward 
er v the rocket 


launcher slowly 
while blasting away with 
the Defuser. Take a step 
or two, then blast all the 
missiles out of the air. 
Keep moving until you're 
close enough to blast the 
rocket launcher. 


Bioweapon Factory 


Go down the elevator against 
the back wall. 


“O-nAMonA 


"wr Hurricane Shot 
% 


Code 


EN "uz ice Shot 


FFI will be all over you. 


HYBRID HEAVEN, 


gj Life Charger 


Yeloóip Medium 


Security - Lite Charger 
Large 


Lock 
Elevator 


- @Life Poa 


Life Charger 
Large 


~- “Defense g 
Drainer 


On the next floor, blast the sen- 
try robots out of your way 
before they can draw a bead on 
you. Crawl under the gate 
ahead. 


Stamina Charger | 
Large 


Offense Kaiser 


n 


Offense Drainer 
< T 


Ice Shot 


Hurricane * 
Shot 


Bine Life 


pay, Fod 


Offense 
Drainer Battle 
a Charger 


Verense\ es Large 
Drainer ae @ 
Life 


Flame Charger 
Shot V medium, 


j Life" 
Charger 
Large 
Life ~ 
Charger g 
Medium 


g 
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Life Charger 
Large Offense 


Elevator: Enhancer 


START 2 


o Defense Drainer Benin Charger 


ug 


Stay out of range of the fire 
cannon on the right. Jump onto 
the raised area and stay there 
long enough to open the equip- 
ment vaults. Get the lon Shot 
and Flame Shot SP. Then jump 
back into the corridor before 
the flame cannon broils you. 


Hop up into the area beside 
the Code Changer and open 
the two equipment vaults 
there. Claim the Poison Shot 
and the Hurricane Shot from 
the vaults, then change the 
Code Key. 


(28 | The fire can- 


er re non won't fire 


at you while — 


you're kneeling and get- 
ting something out of the 
equipment vaults. But as 
soon as you get the item 
inside, abandon ship 
because the fire cannon 


ma 


Enter the room by the Code 


Poison Shot 
build, then unload! 


changer 


Shoot the first sentry robot 
from the ground. For the next two 


Changer. Battle the Alkalurops 
inside and destroy it. Stay out 
of its reach while the Combos 


“an 


Large — — 


¢ Go hack to the elevator, but 
beware of the sentry robots 
that have returned, and go to 
the last floor where the securi- 
ty door was. Use the Code Key 
to get through the security door 
and follow the corridor around 
until you see the sentry robot. 


You only see one sentry robot 
ahead, but others are hiding 
behind the first and last 
crates. Move forward slowly 
and shoot fast. 


anh 


w-—- p^ 


hiding by the crates, climb up on the crates and point down- 
ward to take them out. Notice these sentry robots don't seem 


to be able to shoot up or down. 
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Fomalhaut 


Go through the green-lit door Even if you can’t see them, fj Search the corners of the room 
ahead. Enter the next room trust your instincts and punch. and turn up a Defense Drainer, 
and get ready to fight your Most of the time you'll know Offense Drainer, Life Charger — Ps 
first Cor Caroli. when Cor Carolis are near Large, and Battle Charger Large F 
because of their timing. They in the equipment vaults there. 
don’t disappear for extended 


periods. The ice-breath weapon is probably 


Cor Caroli "P 1 the Fomalhaut's greatest threat, 


5750 1099 Retr? hut it's no slouch in the fighting 
: [ oo arena either. It's quick and mean, 


rig 1 
n T, p j Once you and attacks aggressively. 


The best strategy against the 
ba- c^ defeat the four Fomalhaut is to continuously 
Sentry robots in attack. Get in close and stay there 
this room, don't use any to prevent the ice weapon from 


being used. Punch and kick to 
take most of its health away, but 
if you get a chance at a wrestling 


Life Chargers from this 
point on. You're safe and 


le a Life Pod is just ahead. move, use it and quickly attack 
from behind. 


When a Cor Caroli lands one, 
om) you sustain serious damage, so | 
| Besides tuming invisible, the Cor — 257 keep moving. 

BE Caroli hits hard. tts fast and | WE a 

4 aggressive, and comes directly at 

= — you. Wait on it to come to you to 
We take your best shots. Use a Speed 

i Drainer against this creature. 
ü As a counter strategy, trust your 
instincts against the Cor Caroli. If 
you think it's in front of you when 


| boe kane 
| its invisible, don't hesitate Enter the green-lit door oppo- 
3 punch! Even if you miss, you'll at 4 site the door you entered 
least throw off the creature's own through to get to this room. Use Beware of the Fomalhaut's 
attack. Circle and move to build — 5m Keep working until it goes the Life Pod in this lab to ice-breath weapon! You must 
BEN up Combos. Guard and counter — 2575 down. restore your health and save be prepared to dodge if 
when you can, and stay in its Em fnasai the game. you're going to get your 


is Wed: fri mutat ravel. xL from ber tmu 
face. This is one opponent you me 5 


|<<] should keep at a disadvantage by 


power bar filled. 


hammering from behind at every L l b - 2 
>K opportunity. Pile up enough dam- g U € 
=--> — age, and this big monstrosity will 

hit the floor and stay there! 


Aio}, eY UOdeamolg 


Once you’re on the other side 
of the door, immediately start 
shooting the sentry robots; 

there are plenty of them. Pick 


Hammer the Fomathaut with 
your Combos. 


up the two Life Chargers 
Medium, Flame Shot, and Life ae the mnan go through 
Charger Large they drop. the door on the right. Go 


through the next corridor and 
ne the door at the end. A 

A Cor Caroli is deadly because Fomalhaut charges out of the 
it turns invisible. shadows at you. 


Bioweapon Factory 


Don't forget to use your wrestling 
moves on this creature. 


Set the Fomalhaut up for the 
kill, then follow through. 


Go through the other door in this 
room. Turn right in the corridor 
outside and blast the sentry 
robot there. Continue following 
the corridor and blast the next 
sentry robot around the corner. 


Blast the sentry robot in front 

of the blue force field and pick 
up the Life Charger X it leaves 
behind. 


Return to the lab and shoot the 
blue security lock on the ceil- 
ing equipment. While you're 
here, use the Life Pod. Now go 
hack to the area where the 
force field was located. 


Go through the door at the end 
of the corridor. Turn left and 
walk to the end of the hallway. 


t 


Destroy the rocket launcher 
on the raised area and take 
the Life Charger Medium it 
gives you. Then open the 
equipment vaults and take 
the Hurricane Shot and Ice 
Shot SP inside. 


Return to the hallway and 
walk toward the end you 
haven't been to yet. Enter the 
second door on the right. 
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On the other side of the door, 


the corridor leads left. Follow it. 


Blast the two rocket launch- 
ers ahead. Remember that 
you can shoot the rockets, 
too. When both are 
destroyed, grab the Defense 
Enhancer and Offense 
Enhancer they leave behind. 


Vue yaaa ie 


! 1 
Tip ? Destroying 


ba~ p^ these two rocket 


launchers is hard 
work. They have overlap- 
ping fields of fire and 
protect each other. Walk 
| to one side of the hallway 
| or the other, then concen- 


Q3. trate on the rocket 
* Unmute dra 
114909 bah 


launcher on that side vntil 
it's blown. You can drop 
to the floor to duck the 
missiles, but you'll have 
similar results and save 
time by shooting the mis- 
siles out of the air. 


de. 


d 


mived: from bertmutualt ra 
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Enter the door at the end of 
the corridor and put up your 
dukes for the Muphrid that's 
waiting on you. 


This creature is hard to wres- 
tle in the beginning because 
it's so strong. Whack it 
around first with some 


flay 06 punches and kicks. 
rPatlt«car - 095752 1999 Retur nPathi<G._.- 
ccom>Rece 


f Letting the power bar build | 
by running is almost a com- 


plete waste of energy. The 


MayOG-  Muphrid follows as fast as 
FrPath<ca f : 
Exe You move. Stay in a boxing 
[ Rec E 1 

Uwe eve frame of mind and pile the 
favdeom Punches in. 

ant zi 

EI 


OF 


>: © 


The Muphrid will go down. 


When you walk through the room's 


only other door, you're immediately 


confronted by a Beid. 


This creature is extremely 
quick. Punch your way into 
some maneuvering room. 


The Beid gives ground and cir- 
cles like a boxer, so stay in 
close and pound him when the 
power bar fills. Don't worry 
much about getting Combos. 


5752 1999 ReturnPath<car- 
emutualinavigant.com»Rece 


Don't give up on the occasional 
wrestling move, though. 


You can do anything you want 
to the Beid. You just have to be 
quick. 


m 


i 


The door at the end of the corri- B ^y 

dor leads to another lab. Use | 

the Life Pod to the right of the 

3 big glass area to save your vonee 
= game and restore your health. 


095752 1t 
labem. 
mived: 


025752 


m 


Fom 
095752 


labem à x 
img Outside the Life Pod, search 


Comp the corners.of the room and 

[2042 find three equipment vaults 
containing an Offense 
Drainer, a Defense Drainer, 
and a Life Charger Large. 
Leave through this room’s 
other door. 


Destroy the rocket launcher in 
the next room. Take the Life 
Charger Large it leaves. Then 
notice the yellow security lock 
behind the green force field. 


99 Retury [7 
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Take the elevator on the left 
and go up. 


Elevator 


e 

Elevator 
Pink . 

Security 
Life Lock 

charger Battle 

Large charger ç) 

fj medium ¢ 
Stamina 
Booster 


From "— — 9?'Tu Msz -- 


A pink force field guards another 


through the door on the right. 


| elevator to your left. Leave 
Thu Mi 


Search the corners of the 
room here to find three equip- 
ment vaults with a Life 
Charger Large, a Stamina 
Booster, and a Battle Charger 
Medium. 


Blast the pink security lock 
on the wall. 


Leave the room and go back 
to the elevators. The pink 
force field is gone now so 
you can take the second ele- 
vator up. 


Elevator 
E 


@ START 
Elevator 


Orange 
Security 
tock 


On the next floor, an orange 
force field guards another 
elevator. Turn right and go 
through the door. 
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Once you're in the next room 
and closing in on the orange 
security lock, a Cor Caroli 
drops from the ceiling. 


UPPER'H HOOK 


Set yourself up and defeat the 
Cor Caroli the same way you 
did last time. Lots of punches, 
kicks, and Combos. When the 
Cor Caroli is down, shoot the 
orange security lock and 
ignore the door beside it 
because you'll have to get your 
Code Key changed first. 


L 
Tip p filways pres- 


4- p^ sure the Cor 
Caroli here because 
it will hang back and 
build up Combos as well. 
You can usually dodge the 
Cor Caroli by simply step- 
ping backward. 


Return to the elevators. Take 
the second elevator on the left 
and go up. 
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Green 
Security Lock 
m 


Yellow Life 


Security _ Charger 
Lock - Ci medium 


Elevator 
Life 
Charger 
Elevator Large 


Take the three elevators 
back up. Raid the equipment 
vault on the left wall to get a 
Life Charger Large. Go 
through the door in the back. 
A Sargas attacks in the next 
room. Stay away from it and 
let the Combos huild up, then 
beat it down. 


Destroy the green security lock 
on the wall here. 


Now that you're back on the 
level with the yellow security 

7 lock, walk over and blast it off 
A the wall. Get a Life Charger 

| Medium from the equipment 


lay 06 
Path<car 
som>Rec 


tal Leave through the other door 
ibe, Vault near the lock you just Edad in this room, then go through 
nuu blasted and hit the Life Pod in Vcom" — the short corridor and the 
the other room if you need it. = "= 


door that follows. In the next 
room where the railing is, 
avoid the Anklebreakers and 
head right. 


Turn around and spot the yel- 
low force field to the right. 
Take the elevator back down. 


® 
Code 
8 Changer 
Green Life Pod 
jp Security - 
Lock 


© Elevator 
START 


g tte 


Charger 
Large 


Enter the elevator beside 
this one. 


Switch elevators on the next 
floor and go down again. 


Blast the sentry robots. Follow 
the railing around. 


Shoot down the other sentry 
robot guarding the door ahead 
on the right. Go inside. 


p ug 
Tip 
E "p " If you're bare- 
M- r^ A. ly making it 
now and don't 


| want to risk it, skip this 
EE room. But if you're feel- 
, 4 ing confident that you 
Sy) can battle your way to 
|: SUE another power-up, go for 


== it. It's a Naos, so you can 
T power-punch your way 
into some Life Chargers 
Small if you need them. 


Walk into the center of this 
room and fight the Naos that 
drops from the ceiling. Power- 
punch the creature to get it to 
drop the Life Chargers Small it 
carries. 


Leave this room and walk 
around the railing. Beware, 
because the sentry robots you 
destroyed earlier are back. 
Ignore the door you came 
through for now and walk to the 
other side of the railing here. 
Shoot the sentry robot on guard 
ahead. 


mtl 
" 599 Ratu 
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From? 7m 
09575 
labem 
mived: 


Blast the sentry robot guarding 
the door, then enter through the 
door. 


399 Ret 
lnavigan 
)bertm 


from 7 sae 
E First, use the Life Pod on the 
bem left to save the game and tin 


Met restore your health. nix 
con (t. mt 
[204201443 1by pamor + 


Elevator 
stant 
Elevator 


Orange 
Security 
Lock 
itd 
2g" ;— Life 
Red charger 


Security medium 
Lock 


Use the Code Changer on the 
other side of the room to 
change the Code Key. Return 
to the door that let you out 
here and go through. 


Go through the lab and take the 
door on the right to return to 
the elevator. Take the elevator 
down. 


Jj obe 


AJIDE 


mutual 
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Enter the door at the end of 
this room and head left to 
return to the security door. 
Open the door and go 
through. 


Follow the corridor ahead, 
then blast the sentry robots 
clear while dodging the 
Anklebreakers. Pick up the 
Life Charger Medium the 
large sentry robot leaves. 


Blast the red security lock to 
get rid of the red force field. 
Keep going along the corridor. 


Elevator 
EXIT 


Battle 
Charger X 
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Exploding | 
Crate 


Code LÀ 
Changer 


a Life 
Yr Charger 


Lire Vod Exploding medium 


Life 
Charger 
medium 


Crate 
a Life 
5 charger 
Large 
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Be on the alert for sentry 
robots. When you blast them, 
don't forget the Life Chargers 
Medium they drop. 


Always let the Canopus come to Attack and kill the Cor Caroli 
you, then attack. in the next room with the 


attacks when you enter the 
same boxing skills you've | | | next room. Use your boxing 
been honing through these bh tactics and Combos to push 
last combat sessions. The Cor E it around. 

Caroli only looks fierce with = 

all the experience you've got- , — 
ten lately. | ere 


Move in and put the Canopus 
away after a couple Combos. 


Enter the door at the end of the | 
corridor. 


Bioweapon Factory 


Once you have the Beid soft- 
ened up, throw in a wrestling 
move to keep it hurting. 

1 "May 06 ront duaviay x 
ij y Don’t forget that you can attack Paica 335152 1999 Retur 


athe at 
iim) the Cor Caroli even when it's som>Rece bsmutualnevigant.com-Rece 
|bwt invisible. ualt rave 


Mutiny " THEME SMS rata 


Exit through the door at the 
end of the room. Pass 
through the next short corri- 


While you're looking around the 


dor but look out for the 
Lio lab, a Canopus charges Alkalurops hanging from the 
Ar ceiling. After the Beid is down, leave | 


| z : r through the door to the left 


i t of the one you entered. The 
nU iy o6 
K bs etae dern ie Sieg. next room holds a Gacrux 


: Y imeRec that doesn't wake until 
guarding. Use the Life Pod on BESA you're almost on top of it. 
the left to save the game and | NE TV you have to he 


© [-—— Án 
UPPER PUNCH Sign 


E S restore your health. PX) almost on top of it to getto S 
LOU | | the door! As ON 
SiN 4 s ; - d «c K ‘ RE 
T - REIDULIDIDXI]— 
=p -~ HM level 6-5 eid 
— — = 


The Canopus has a boxer’s men- 
tality. Just back away slowly 
and let the power bar fill. Then 
pounce on it with the Combos 
to quickly decimate it. 


zi 


Box the Alkalurops and throw in 
a couple wrestling moves to put 
it away quickly. Head for the 
door when you're finished. 


Though the Gacrux is ugly, it's a 


Take the Life Charger Large great fighter. 


and Life Charger Medium 
from the equipment vaults to 
the left of the door ahead, 


4 3 
a 7) à then go through the door. 


| Shoot the exploding crate over- 


Wait on the Gacrux and set it 
head. 


up for your Combos when it 
comes running back at you. 


The Gacrux is aggressive and 
seemingly fearless. It gives you a 
hard stare, then goes straight for 
the jugular. Once you start getting 
the upper hand, the Gacrux 
unleashes a breath weapon that 
knocks you down. ; i 
^ Don't attempt to wrestle the " z K Blast the rocket launcher that 
Gacrux; it can counter almost i drops down with the explod- 
everything you throw at it. And ing crate and equipment 


Wrestling moves aren't effec- 
tive against the Gacrux. And | 


don't be aggressive against the : " vault. Raid the equipment 
Gacrux. Instead, let it come to oir diei oco B aul get the Life Charger 
you and pound eins you have ME breath weapon when you least s 

a full power bar. Circle and give expect it. 

ground infront ofthe Gacruxto — Em. ý —ÀÀ oom Ane 

give yourself time to build up labemute int roms Race y 

Combos. Use the Combos to beat | 1% 

the Gacrux back and attack from 1 

hehind to get the extra damage 

awarded. 


Advance, then blast the explod- 
ing crate under the rocket 
To put the Gacrux down, it's launcher that suddenly starts 
From Tos A 06 from; hestto meetithead-onand [TM] firing at you. You can also use 
4 0957! wait rather than moving imr the railings as shields; rockets 
Bes toward it 


x NZ 00575 | 9575 ti Jo Ret ; 
kban E i wei can't fly through a railing 
rived | L ^ ^ m ber tmt. 


- af com (Bà ramutua tray 
^ a 


E d 


i : Be very care- 
A opo. ful that you're 
not blown off the 

catwalk at this point. So 

keep firing awhile even 

Go through the door the after the rocket launcher 


Gacrux was guarding and out has dropped to make sure 
onto the catwalk beyond. 
you get every rocket. 


Walk to the opposite end of 
the catwalk to discover the 
security door there. Turn 
around and walk back to the 
intersection. 


At the intersection, turn left 
and follow the catwalk to the 
door. 


After going through the door, 
a Sargas jumps out at you. 
Box him and put him away 
with Combos. 


Leave this room and go to 
the door on the opposite end 
of the catwalk. 
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Inside the next room, turn left Dr. Bross decides to experiment After the Man in Black falls, go 
and use the Code Changer there. with you. after Bross. Take the elevator 
Now return to the security door mS in the next room. 

and go through. |. 


Walk through the door on the 
left and follow the catwalk. 


Dr. Bross lets the Man in Black 
slow you down. Go through the door ahead. 
You managed to sneak up on | Empty the two equipment 


Bioweapon Factory 


Dr. Bross. He’s panicking 
because there are systems 


vaults beside the Life Pod on 
the left. Take the Life Charger 


failures going on all through- Large and the Life Charger X, A Enter through the door ahead 
out the spacecraft. 21) then step into the Life Pod to (OS and find Dr. Bross waiting on 
save the game and restore SomsRece «YOU. 
your health. "m rived. from bor tmutualt fa ' 
muan v A 


y painot her 


Stay close to a Man in Black 
and punch every time you're 


Dr. Bross quickly catches on 
that you're there. 


leew 


E une 


i. oo Path E A 
oem 2 Life Poa b 


Life Charger K " | 
x 


If you get a chance for a 
clear wrestling hold, go for 
that too. 


Jerry Silver puts in an appear- 
ance through holoprojection. T 


Trap Poor 


In seconds, two huge creatures But stay close to the white 
stride into the arena. One of E monster so the red monster's 
them hreathes fire. flame breath hits him. 


The floor opens beneath your E 
feet and you drop through a M 
chute into a large arena. The white monster has to be 


Dodge the white Monstar: hit with fire four times before 


u UU it collapses and dies. 
(UR E: song [ S 
hk 4 ( Es] 
| ti T o 
R w 
ico tualinavigant- P n Use your Map 
nal mived fram bertmutbat- ^ function to keep 


track of the tuo 
monsters trailing you in 
the arena. They're color- 
coded so you won't get 


A EN. 
2j mn» | T them mixed vp. 
r PE E 
bos Y 
— anay OG 
EX. fp 0951521999 Rar Pha 
labxrmutual navigare... p lab@mutuatnavigar Rece loberutualr 


ved: from bert 
con (be romutua. 
[204.201143.1by 4 


mived: from bertmutualt ravel. 
com (be rtmutua ttraveicom, 
[204.201.143:1by pamot her. 


mivec from bertmutualt Fave 
com (be rumutua itravelcom 
] «2x1 — (204201143:by pamot her. 
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Now find the door in the side 
of the arena. 


D 
T { 
5 "p A mm finding 
4- p^ the door is 


much easier using 
the mapping function. 


Get the red monster to follow 
you; it doesn’t have much 
stopping power once it gets 
Started. Run to the door and 
the red monster crashes into 
it, ripping into it, slightly 
breaking the door. 


Lead the red monster away 
from the door a short way, 
then return to it. It takes 
four crashing blows against 
the door to knock it open. 


"Caution 
P When the red 


b- pe. monster crashes 
against the arena 

door the fourth time, the 
door bursts open and the 
creature goes over the 
edge. However, if you're 
in front of the red mon- 
ster and sometimes even 
close by, you'll go over 
with it. 
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Hit the wall beside the door at Dr. Bross is ahead and waiting 
an angle the fourth time the red on you. 

monster crashes into the door Re, 

so you won't go over with the | o 

creature. 


: Dr. Bross 
4 1 | 2 
E Tp P Try this: Place 


da~ pe. yourself in 
front of the doors 
at a run with the red 
monster hot on your 
heels, then veer off to 
the sidewall at the last 


minute. 


Fast and lethal, Bross is not 
someone to mess around with. 
He'll kill you in an instant if he 
gets the opportunity. Your job is 
to not give him that opportunity. 
Fight him like a boxer, not con- 
centrating on wrestling moves 
because he can tum those 
against you. Circle and jab, let- 
ting the power bar refill as quickly 
as it can. This is also the first 


Dr. Bross is totally stunned and opponent that you should defi- 
leaves as fast as he can. nitely use power-ups against. 


Chase after Dr. Bross. 


Make sure your health is pow- 
ered up because Dr. Bross can 
take a chunk of it away. You 
have to stay in close to keep 
him from shooting at a 
distance. 


i L 
> € 
3 Tip a 
Be- c Staying close and avoiding the gun 


R weapons is one of the secrets to defeating 
4 all of the difficult bosses in this game. 


w. 


Me ad 


Hang in there and punch Dr. 
Bross when the power bar has 
a good charge on it. 


Use wrestling moves against 
the evil doctor as well. 


y 


It takes a lot of work and a 
lot of power-ups to put Dr. 
Bross down. Stay after him 
and use some of that arsenal 
of power-ups you've been 
saving. Dr. Bross is one of the 
reasons you've heen sparing 
with those inventory items. pim. 
emm 7 nive fom ddualt ravel 
cen (bed c mutua itravdcom 
Tig ber. 


IK 


Leave this room and walk 
down the corridor. Pass three 
red-lit doors and find a 
green-lit one around the 
corner. 


ot ner 
Es 


Go through the door at the 
end of the corridor, then find 
the tunnel on the left wall of 
the next hallway. Follow the 
tunnel. 


Enter the narrow door and 
use the Life Pod ahead to 
restore your health and save 
the game. 
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Level 6-7 


Leave the Life Pod and turn 
left. Empty the two equip- 
ment vaults there of a Battle 
Charger Medium and a Super 
Restorer. Walk through the 
narrow door to the left. 


Crawl up on the crates to get 
the equipment vault up there. 
Take the Super Restorer. 


Walk through the door on the Diaz shows up and plans to take Diaz rises from the flames to 
right. Cross the next room and revenge. make a final threat to kill 
walk through the door there. you. 


In the next room, raid the 
equipment vault ahead and 
take the Life Charger Large. 
Go through the door on the 
left. 


H P" Walk forward into the next 
room and use the Life Pod on 
the right to save the game and 
restore your Rest 


When you return to the room 
where you left the president, a 
girl is waiting. 


4 0621 01S uod 


—the ceiling falls and a huge N 
fire starts! x 


LESS. 


| Hername is Anna Moody. She 
tells you a story, and wastes no 
time in betraying you! t " 
7^ [204201:143:1by pamot her [204.201.143:1by pamot her 
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START H 
Ladder 


Outside the Life Pod, stay to 
the right and avoid the 
Anklebreakers. 


52. mo ur 


[^5 STEP FAILED vem 
p ——— 


Power punch the Naos in the 
room below to collect the Life 


At the bottom of the ramp, turn E 


Clone Storage Facility 2 


' left an he first green-lit Leave this room and turn right Chargers Small it carries. 
Exit this room through the SR MU. Fight the (721! to enter the last green-it ^ DOG. Gather the power-ups it dropped 
doors in the back. Dubhe inside using boxing tac- 9" door on this level. Eus and leave the room through the 
ES ES : 
tics and stay close so it doesn't ps ar] rava. mived: trom bert. tual rave green-lit doo se "ovs 
poison you. "tmutue š com (be rtmutua Itravelcom 


| yeas ANASI 


Enter the room and blast the 
(emo, Sentry robots. Raid the two i6. Follow the catwalk right to the 


Follow the corridor and destroy 


the rocket launcher ahead. Don't forget to use the igo equipment vaults and get the — ;Pau:-c next green-lit door. 
» 7] Blow up the blue security lock — XA wrestling moves you've Bp two Life Chargers Large. Go MRa 


EIS E behind the rocket launcher. pgo leamed. jos down the ladder. HM 


NU erm S m^ MO EA 


Wi Se 


za- 


: Life Charger (jc ics 
zu onl) gis 


Blast the cluster of sentry robots N f 

| on the catwalk on the other side jae J a 
~ TAR . of the door. Gather the four Life 

Cy Return to the room with the Life Chargers Large they drop. 

Pod, save the game, and 

restore your health. Then go T 

down the ramp that was guard- 2 T 

ed by the blue force field. P p You don't have to fight the Dubhe to finish the 


Ea / game, but it does give you a power-up if you defeat 
it quickly enough. find the Life Pod is right there to 
easily restore any lost health. It's a good decision at this point. 


p uU 


= L 
i) Tip " leaping over 


` q^ the flames is 
; A - dangerous. If yov 
ii get your jump wrong, 
you'll end up dropping 
over the side of the cat- 
walk. Make sure your 
jump is lined up before 
you leap. 


The fifth sentry robot can be 
hard to get. Aim up and step 
back until you get the sentry 
robot in your sights. Blast it 


Leave through the room’s 
other door and go up the 
ramp that leads to the fire. 


Follow the catwalk to the 
end. Look up and left to see 
three more sentry robots 
hanging in the air. Take aim 


and leap up onto the catwalk 


and blast them. They'll let go 


there to collect the Life Charger of two Life Chargers Large 
Large. Drop back to the first | and an lon Shot. Drop onto 
d catwalk. You'll come along this 1 the catwalk below and pick 
$ upper catwalk later. up the three power-ups. 


- uu 2 p. 
Tp 3 Catching hold 


ba~ —S of the upper | p Go through the door and fight Walk to the right of the fire 
; itwallt canbe the Canopus inside the room. It and go through. Shoot the 
j ciun regenerates, so if you can fight sentry robot and take the 
T tricky. Stand in front of it well, come back and exhaust Battle Charger X it leaves. 


the power-ups it gives away for 8 


it when you leap, and 
a battle well fought. 


you'll catch it every time. AE — Go ui 
y ip the catwalk here to 
L ia HE o the door at the end and go 
through. 


power-ups. If you 
forget and come back 
later, they won't be here. 


Return to the catwalk out- 
side the room where the 
Canopus was. Leap over the 
flames again. 


D 


Use your boxing tactics to 
avoid the Canopus and wear 
it down. 


nga i r au es waan 


Turn and face the Gacrux to 
the right. This is a regenerat- 
ing creature as well, so if 
you fight well against it, 
stick around and clean up on 
the extra power-ups you get 
from skilled wins. 


Double back on the lower cat- 
walk and take the right turn at 
the T-intersection. Leap over the 
flames to reach the green-lit Unload Combos on the 
NES door at the end of this catwalk. Canopus to wipe it out. 
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Te, 


Turn left and destroy the sen- 
try robots that replaced the 
last ones you encountered 
here. Leap to the catwalk 
above and pull yourself up. 


If you're running low on life, you 
can skip this whole trip; you don't 


Remember that the Gacrux is a 


^ A fast mover and make 
need to go this way to beat the game. But if you allowances for it. Save up your 
have mastered your fighting skills, this is a route energy and pound him with 


boxing and Combos. Counter 
blows work well in times when 
you can’t step back. 


guaranteed to get you some power-ups. 
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—— 


Leave through this room's other Y Cross the catwalk. Use the Life Walk to the computer console Keep blasting the Skater and 


green-lit door. Follow the ramp Pod ahead and on the right to and operate it to open one of it blows up. 
up and turn right at the corner. save the game and restore health. | the large warehouse doors in p 
Look out for the rocket launch- NAMES the big room outside. 


er hidden in the next hallway. 


Level. 7-2 


START 


Super 
Ice Shot Restorer 


Cross the room and enter the 
warehouse opening directly 
ahead. Ignore the room on 
the left. 


| 
efense »ss 1 Turn left outside the door and 


mcer re i |, head down the catwalk to the 
em next door at that end. Notice 


Clone Storage Facility 2 


a the Skater that’s running wild 3 J 
Computer Outside of the Life Pod, turn left b ee li out in the big room now too. — EE 
up and enter the door beside the — (IA That’s going to be a lot of fun! 
railing where you came through. poppet i 


Life Pod A security door lies at the end — tru 
8 of this water-filled corridor. 1143.16} 
Turn around and go back out. 1 


Turn right and go down the 
ramp. Go through the door at 
the end. 


Operate the console is room 
455 tO open another warehouse fay 06 tu 


y 06. 


Fou yg door. Now it's time to return to Path- vecar- NS 
the big room and start dealing. m> Lcom-Reca = 
D qae r iewopapurnians adio Ty 
Walk outside and climb the 2T mus tung gae hp, x <= 
ledge to the left. Enter the A Qna esos l a vantage point 


1 on top of the cat- 
D $ walk for blasting the Skater 
iL is priceless! You're safe and 
D deadly at the same time. 


door there. 


Blast the rocket launcher, then 

empty the two equipment vaults S 
CE E 3 0) against the right wall in front of 
uy, the catwalk. Take the Defense 


Enhancer and the Super 
OJ I<— Q Restorer from the vaults, then 
Œ|% €» 9 grab the lon Shot left by the 6 
Ah S ORO rocket launcher. [4 
OO —Ó 
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-@& 
Igas Stay on the catwalk outside 
> and blast the Skater every 
time it comes close. 


Battle the Pherkad inside. 
Beat it down with the boxing 
moves and Combos you’ve 
perfected. 


Ladder 


x Ladder 


Security 
Door 


Blast the sentry robots ahead. Stay near the right wall and 
Gather the Life Chargers Large move forward. The wall leads 
and Life Chargers X they drop. you to the door. Exit and go 
back to the warehouse area 
with the two ramps. There's 
still one that hasn’t been 
explored. 


Don’t forget the counter moves 
available to you if the Beid puts 
you on the ground. 


Follow the wall around to the 
right and keep blasting sentry 
robots. 


Go through the other door in 
this room. Use the Code 
Changer you find in this room, 
then empty the equipment 
cases of the Ice Shot SP and á L 
the Hurricane Shot SP. Return to P 
the warehouse where you went [cag : 
down the ramp. P 
Se A p] 


Turn left to go up the other 
ramp. 


Xu 


Locate the equipment vault at 
the other end of the room and 
#0 take the Speed Raiser. 


A Beid confronts you inside the 
next room. Stick with the box- 


a o 


«irm Thu 


Cross the big room again and — 999 Ret, 
enter the door by the Life „eviga 
Pod. This is where you found Poot 
the security door in the water — 4a jpy 


earlier. 


Life Charger Large 
start| Defense Stick to following the right 


Counter blows work extremely paiser wall and it leads you to two Enter the security door in the 
well against the Beid. = more equipment vaults upper room. 
NS 3 CON Y Y X Bb against the same wall where 


«« m ts EN Č Offense you find a door. Take the 
x t me mn ER Kaiser Offense Raiser and Defense 


S6tantina Raiser inside this room. 


0 Charger 
Medium 


ax 
Life charger X 
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Code changer 


ts poison d 


e 
Restorers 
Super 
Restorer 


——— 


Clone Storage Facility 2 


Go to the green force shield on 
the right and use the glowing 
button to go through. 


[ 
Tp, 
4 En Walk up to the 
green gloving button to 


æ ~ IN i disable the force shield VV 
n LET here. dn 
oJ 


U E Enter the corridor behind the 
green force shield and walk into 
the green-lit door on the left. 

ww g 


jg99 R eae on the ground as cover, and 
2 E" »Hece onnaa RON move very, very fast! 
E alate ag [mbet revel mived: from bertmutualt rava Y, very 
uk T kmutue : com (be r umutua Itravelconm 


Le T 


Life charger 
d Inediinn 


Ss START 

Stamina 

Charger 
Large 


Go back to the corridor and 
go down to the fourth door 
on the right. 


In the next room, the green-lit 
door on the right leads to the 
outer corridor. Go through the 
green-lit door on the opposite 


Flame 
Shot SP 


E 


Red Security Lock 


Ladder * 
EXIT 


Once you’re inside the room, 
go through the door on the 
left and follow the ramp up 
to the security door. This 
room has a Skater that’s very 
hard to kill. Use the blocks 


The next room holds a Code 
Changer and an equipment 
vault. Change the Code Key 
and take the Super Restorer. 


vom fray 06 


22 7] hast ru 
UNUM 2 


Inside the room, an Alkalurops l E 
drops from the ceiling. Use the 
boxing skills and Combos to 
put it down. It uses a Defense 


Enhancer immediately. 


—PÀ 


T Pp oe The e. 


4- r^ / in this room is 
to blow the red 
| security lock on the door. 


S | If you have trouble I 
Gummi es! The room after this one con- destroying the Skater, use | am 
Q rus, gres Uu x aoa toy 06 the time it floats in the 3 1 

een it door an the other side ocx | air to blast the red secu- | ey 


green-lit door on the other side som>Rece 
of the room. ualt ravel rity lock. Once the lock is 
gone, you can go through 
the door. You don't have 
to destroy the Skater to 


Win the game. 


After the Alkalurops is fin- 
ished, go through the door on 
the left of the original door 
you entered. Follow the ramp 
up to another security door. 
You can't get through this door 
yet. Return to the Alkalurops's 


room and go through the door an F The adjoining room is empty. 
on the opposite wall. In the o Take the green-lit door out to 
short corridor ahead, empty the main corridor. Turn left 
the two equipment vaults and and follow the hallway. Stay to 
take the Stamina Charger the right of the fire at the end 


Stand behind the blocks and 
blast the Skater. 


of the corridor. Empty the two 
equipment vaults to get the 
two Poison Restorers inside. 


Large and Life Charger Medium 
they contain. 


Walk into the next hallway. You 
throws. can't enter the security door on 
the other side yet. Turn left and 
fight the Zosma that drops from 
the ceiling. 


Restorer from the inventory. the Zosma away. 


/ moves are the 
best way to fight 
the Zosma. It dodges 
punches fairly quickly, 
but if you make sure 


Shoot the Skater while it's in ie hin Keep wrestling the Zosma 
the air but avoid the blue | JOUT ROWSE. IS built up every time it gets close and 
before you grapple it, you your power is built up. 


beam coming from the Skater. 
= : 


Sev 


can deal out some serious 1 


iW 
Og ». damage on a throw. 


1 


; hp, A Listen to the : 


Besides being incredibly quick, the 


the ground, then step in behind it 
and clobber it from behind to do 


building toward a two-hit Combo to EC hurting on you when it has 
do it all over again. the chance. 


From zzgezzze nu Mav o6: omgee??? Thu May 96 

P 1999 Ret rnPatirer ~ 
7| Mnavgantcom-r 
n ber tmutualt 
mutua Itravelicc. 


3-Ibv.pamot h 


START 
Ladder 


Keep up the constant barrage 
and you'll destroy the Skater. 
Pick up the Life Charger Large 


i | Life Pod 
^-—  WX— M M | E 
Restorer 


Code &) 


Changer 


k 


$$ Speed 
TY Restorer 


Watch out for the Zosma’s poi- 
son breath. 


Life Life 
Charger a E G e 
Large 


Go to the red locked security 

door and blow the lock off with 

the Defuser. It takes nearly a 

dozen shots to blow it up. Stay in close and keep moving 
to build up power and Combos. 
Then hammer the Zosma. 


If you get poisoned, use a Poison Use wrestling moves to put 


/ different sounds | BEP Zosma possesses a poison breath inavigan 
the Skater makes | BÀ — weapon. Your best strategy against MOSEA] 
= j the Zosma is to stay close and only — | F 
When yov lose sight of it, 4 try to build up a double-Combo. The 
those sounds tell you "m Zosma's weakness seems tobe for J 
wrestling holds. Use the first part of 
aa | =a the Combo to throw the Zosma to Climb the ladder at the end 


of the hallway. Walk to the 
| other end of the corridor to 
extra damage. Back away and start n The Zosma puts a serious use the Life Pod there. 
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Leave the Life Pod and return to 
the corridor on the right. Step 
around the corner and blast the 
sentry robot. 


Clone Storage Facility 2 


Enter this corridor and go into 
the first green-lit door on the 
right. This room has another 
Zosma. Beat it down the same 
way you did the last one. This 
Zosma isn't as hard to fight as 
the one downstairs. 


¢ 
x 
a Tip n The rooms in 


4- p^ this corridor 
offer lots of 
opportunity to gather 


"UN E $ more power-ups. Don't i : 
| " | 
forget that you just saved E 


your game, so there's lit- 
Ss] SIN <-- tle at risk. find if you “Se 
ACTED] —9 need to restore your life | 
— after every fight, do it. 
ZA The Life Pod is right here E 
and it's free! 


SCA Ck C C C i RC e 8 € RC o 
NI oor e Patience is the key here, and 


Go back out into the corridor. EN Only one green-lit door is left Ahead is a room you've been 
Turn right and enter the next out in the corridor. Go to it. to before, but things have 
green-lit door. Fight the | Watch out for the sentry changed. Instead of going to 
Canopus in this room and put robot that has returned. Use i | the right and making your 
it down fast enough to earn the Code Changer in this way across the catwalk hand 


another power-up. room, then open the four over hand, go forward. 
£ equipment vaults to get the | s 
Life Charger X, Life Charger seus 


Large, Speed Restorer, and 
the Poison Restorer. 


Return to the hallway and enter 

the green-lit door on the oppo- 
site wall. Fight the Mebsuta in 
this room for another power-up. | iyi 


| ga g OMDAL Return to the Life Pod to 


Turn at the corner at the end to 
spot the green-lit door on the 
right; enter it. 


mivt fromt 


com (be rtmutiu avelcom —— 
1204 201143 1by restore your health, then go frot he. 


Mebsuta | mmm a 
ses, © E 


& 


Walk over the ledge ahead of de 
y 06 you and drop into the lab 2 
Parce below. Open the equipment 


20-1 


A (com>Rec — vault on the right to grab the 
J Wae — Battle Charger Medium. 

X 

P One thing to definitely avoid is 
F going toe-to-toe with this crea- 
! lure. The Mebsuta packs a punch 
=o that packs your lunch. 

< Stay back from the Mebsuta 

and concentrate on boxing. 


Wrestling will simply get you into 
trouble time after time. Build up 
two- or three-hit Combs and beat 
the Mebsuta to the ground. 


Continue forward and follow 
don't go after the Mebsuta—tet it the hallway. 
come to you! Go down the catwalk on the 


other side of the door. 


Ice Shot * 


Elevator 
EXIT 


9 Staming 0 
Charger 
Large 


Code 
Changer 


g 
g 


As you walk toward the door at p- Blast the other two robots 


the end of the corridor, a wall E and climb the ledge to the oe | 
of flame explodes from the left. Weg. right. Empty the equipment pes] 
i RGR med) Vault here to get a Stamina \bertm 


Charger Large. 


Check behind the flame and imu 


= blast the sentry robot. Grab 29752” i 969 Rar 
the Ring Eraser it drops. | em While facing the equipment xavigant 


| p vault here, turn left and spot 
Ze [20420 the sentry robot below. Blast 
ie 


the robot sentry. 


OL. Orin <=) 


Turn around and go into the 
opposite corridor, the one with- 
out the door. Climb up the 
ledges and blast the sentry 
robot at the top. 


scat 


Get a running start, then leap 
onto the block to grab the 
lon Shot the sentry robot 
dropped. Leap up the ledge 
beside you and make your 
way back to the room with 
the ledge. 


Drop down the ledge and 
return to the intersection to 
the corridor with the green- 
lit door. Blast the sentry 
robots in the next room. 


The best way to take out the sentry robot here is 
— * to climb the ledge at the opposite end, then blast it. 
Blast the other two sentry robots from the same spot. 


Blast the red security lock on 
the door to the right and go 
inside. 


Use the Code Changer against 
the right wall of this room. 
Notice the president’s clone is 
missing! 


Return to the corridor outside 
and turn right. Go down to the 
security door and go through. 


| id 


When you step into Note 1 
the hallway, you'll ^ p 


spot the sentry — ^v em 
robots that have =i 
returned. If you want, 

run hard to the right and 

you can escape most of 

them without having to 

fight your way through. 
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A Man in Black is speaking ner- 
vously into a speaker set into the 
wall. He's telling Hunter that the 
clone storage facility is falling 
apart. Then he notices you and 
turns around to do battle. 


Clone Storage Facility 2 


Stay close to the Man in Black 
so he can't shoot you. Use box- 
ing, wrestling, and Combos to 
demolish him. 


Go through the green-lit door 
next to the speaker intercom. 


Sls * 4 room and take it up. 


J cp OOUYE 


gib @ them. Fire away at the sentry 
bots, then collect an 
e eee SDE fare. Offense rem Defense 


Defense Kaiser 
apa 


< Offense / SR 
pv] Spee 
At the top, leave the elevator Balser, E Em 
and go through the corridor to 


the door at the end. Ladder 


Turn left and follow the corri- 
dor around and up the ramp. i 
Go through the door at the top. aa 


095752 1999 ReturnPatli«car = 
labmutualnavigant.comsRece 
alt raval 


At the top of the ladder, use 
the Life Pod against the left — com 
wall to save the game and 
restore your health. "GA 


In the next room is a waterfall 
and a ladder. Crawl under the 
waterfall first. 


Ladder 


Life Pod 
You find three equipment 
vaults with three sentry 
robots hovering high above 


Raiser, and Speed Raiser. 
Return back under the water- 
fall to the room with the lad- 
der and climb up. 


Level 8-1 


Cross the room and walk 
through the corridor ahead. 


In the clone lab ahead, turn to 
the right and follow the hall- 
way. Look out for the 
Anklebreakers. 


uii 
ww t4 4», wx 


2 - | 


X 


The door on the right won't 
open, so go toward the door at 
the end of the hallway. Before 
you get there, a voice calls out 
to you. 


The woman talks to you about 
the cloning procedures. 


Then she notices the process, 
the water of life, isn't working 
properly. 


Computer 


g 
Offense Enhancer , 9 
m 


Ladder 
START 


8 
Lire Pod 


She turns and runs for the con- 
trol room. Don't follow her yet. 
Turn right and glance down into 
the channel there to find the 
Offense Enhancer in the equip- 
ment vault. Grab it, and now 
follow Anna! 


g 
g 
C uter: gu 
omp apf 7 


Red 
Security 
Lock 


[2 


Go up the ramp inside and 
through the green-lit door. Get 
ready to fight as a Mebsuta 
steps out at you. 


g 


g 


g 


g 


Stamina 
charger jt 
Medium * 


Watch out for the Mebsuta's 
poison breath. 


Box the Mebsuta and stay 
near it to keep it from repeat- 
edly using the poison. 


Push the Mebsuta into the 
corner and keep beating on it 
until it goes down. 


Go through the green-lit door on 
the other side of the room. 
Battle the Alkalurops that falls 
from the ceiling. Run up the 
ramp and through the green-lit 
door there. 


311g uotrjeAtj)[n) ƏUOLD 


Blast the sentry robots and 
the rocket launcher on guard. 


Go through the next green-lit bay But you have some effective 
door, then raid the two equip- wrestling moves of your own. 
ment vaults at the top of the 
ramp to get a Poison Restorer 
and a Stamina Charger 
Medium. Open the green-lit 
door and go through. 


Leap up again and pull your- 
self onto the ledge. As long 
as you stay under the sentry 
robots, they won’t bother you. 


Avoid the fire cannon and 


It isn’t too long before the blast the security lock over 


Clone Cultivation Site 


Fomalhaut goes down for the Make a mad rush to the cor- the door in the back. 
count. is ner on the left side of the 
IEF | door here. Turn around and 


blast the sentry robots. 
In the next room, look out for : 


the Fomalhaut and its icy 
breath. 


Go through the door. Use the 
computer console in this 
room. Lex 


Pull up on the crate in the 
corner. 


Go through the door and start 
blasting the sentry robots 
floating in the big room. 


L- 


While fighting the Fomalhaut, 
stay close and let the Combos 
e vu ]* build while circling. You may 
Bi not get all five built up, but try i is de s 1 = 
for a couple. iS Pd à a i IJ ae i Lex 


| «i 


Leap up onto the ledge above 


but drop down quickly again Watch as the domes lift at the 


to avoid the sentry robots at y K bottom of the room on the other 

c rer a St 
| zo ^ oe J MME Gh 
pe SNe ———— mmo See N e" ef eel. 


E 


» G H oO a> 


| The Fomalhaut can do some 
- really wicked things if it 
catches you. 


m 
d 1p p If the sentry robots here stay tough, walk along 
Be m the ledge with your hands to avoid them. 


x} 
a 


Raw energy starts blasting out, 
and you know that can't be good! 


Return to the room with the 
crate. Avoid the fire cannon 
along the way. 

Drop down and go back to the 
room on this level that had the 
Life Pod in it. Save your game 
and restore your health. Return 
to this room. Go through the door 
on the wall opposite the wall 
with the crate. Go up the ramp 
and through the next door. If you 
hadn't used the hidden console, 
this place would be locked up. 


Wait for a minute before you 
go to the door on the other 
side. Turn right and enter the 
walkway beside the door you 


entered. 


Twist through the maze to get Turn to the right and drop into 
a good view of what you can the area where the domes 
pick up and the equipment were. 

vaults, equipment cases, and 
Life Pod that are down there 
for you to raid. 


Take the Life Charger Medium 
and the Stamina Charger 
Medium from the equipment 
cases. Take the Poison 
Restorer and Super Restorer 
from the equipment vaults. 
Pp Then enter the Life Pod to 
<4. save the game and restore 
«your health. 


Ni E 


Return to the door and step 
over the side to drop onto the "n 
floor. " 


Life Poison 


Pod Kestorer = 


hes uel 8-2 


Charger 
Life Medium 


Run back over to the ledges 
and pull yourself up. Turn 
right and pull up to the green- 
lit door there. Go through. 


Life Charger 


Offense 


Stamina Enhancer 


Charger 
medium 


«| Life charger 


z Large Go up the ramp and through 


the next green-lit door. Turn 
left to face the Naos that 
comes at you. Use power- 
punches to knock the Life 
Chargers Small out of it. 


Collect the power-ups and go 
through the small door on the 
right instead of the double 
doors in front of you. 


The Cebalrai attacks as soon 
as you enter the room. 


The Cebalrai is a dangerous 
adversary. 


Use the boxing moves to stay 
out of reach in order to build 
up the Combos. Then hammer 
the Cebalrai. 


911g uOotrjeAtj[n) 3uo|5 


Get on the crosswalk and 
blast the sentry robots there. 


Leave this room and take the 
doors on the right. Enter the 
elevator on the other side of 
the room. 


When you put the Cebalrai Keep punching the Sargas ka 


down, the force field drops á until he goes down. 
with it. 


At this point, you can cross to 
the other side. However, all 
those sentry robots and 


Go through the green-lit door 
and up the ramp to the next 
green-lit door. After you go At the top of the elevator, fol- Anklebreakers in the pit have 

through this door, there’s a low the corridor to a door and power-ups. It takes guts to 

green-lit door ahead and go through. | jump into the pit and deal with 
another one to the right. ?imiiwayos the sentry robots, but you can 

Before you can reach the door ReurnPath<c grab a lot of extras this way. k 
on the right, a Dubhe drops itcom>Re Sø if you have the energy, 


from the ceiling. eet jump in. The killing’s fine! 
p 3 itravelcom 
i pamot-her r VOS pammoc: ner 


Raid the equipment cases 
against the wall to get the 
Life Charger Medium and Life 
Charger Large. Leave the 
room and go through the dou- 
ble doors on the right. 
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Elevator Ti... 


= R ; ! ; 
Tip Finan p. 


— n^ pick off as 

many sentry 
robots while you're on the 
crosswalk as you can. You can 
get even more of them by 


START 


Go up the ramp and empty the 
two equipment vaults at the 


top. Grab an Offense Enhancer Box the Dubhe and wrestle it, a E ^ 
BP a Stamina Charger [XA but whatever you do stay ., Walking around the edges of ^ 
Medium. | close to it so it doesn't poison gtr the pit. Every one you can 

NEE you. Beat it down in short is o1 take out from up there basi- — c] = 


order and go through the door 
on the right. 


aiw < 


cally counts as a freebie! 


ee Dl o 


In the next room, a Sargas 
attacks. Use boxing and 


© ©) wrestling moves to put the Ahead of you is a pit filled Once the blasting is done and 
Sargas out of action. Fight the Cor Caroli in the with sentry robots. the smoke clears, take a look — 
next room. Box it and take it around at all the power-ups wait- 
down to disable the force ing to be picked up. You should 
field guarding the two equip- get four Stamina Chargers 
[ ment cases. The Guard option Medium, four Life Chargers 
works well against this crea- Large, and four Life Chargers X. 
< ture. Take the two Life Watch out for the Anklebreakers 
LI i Chargers Large. that infest the pit. 


t A EN 


an z If you don't have the health to handle this 


Air A monster, you can easily avoid it. But if 


Life Pod 
Battle Charger 8 
Large * 


Life 
Charger. 
medium — 
Life Charger Regeneration / 

Large Fads 


Poison 


> Restorer es YN ee 
gq tfe aoa Medium 

J Medium Super 
Life charger X Restorer 


nie 


Leap up on the opposite P. __ Walk under the ledge where 

ledge. ~ the door is and leap up on the 

e] rx | ledge. Pull up and go through 
: EMUT IM 


Turn to the right and raid the 
two equipment vaults there 
for the Life Charger Medium 
and Poison Restorer inside. 


Below is a pit with a Tegmine. 
There's also a regeneration pad. 
Jump in and defeat the Tegmine 
— with the boxing and wrestling 


* P! moves you've learned. 


Stamina / Spee Battle 
Charger Charger 
al, o Hitedium 


you're really good at fighting it and want extra 
power-ups, climb out of the pit on the side you came in 
from, go back through the doors, and jump back in to regen- 
erate the Tegmine. It regenerates more than a dozen times. 


Leap up on the other side of 
the pit and pull up. Turn right 
and open the two equipment 
vaults. Take the Poison 
Restorer and Super Restorer 
inside. 


PT 
OTT TT 
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Leap up this ledge below the 
doors. Enter the doors to con- 
front another pit area. Turn to 
the right and raid the equip- 
ment vault of its Life Charger 
Medium. There's an equip- 
ment vault on the opposite 
end of this ledge, too. It has a 
Speed Restorer in it. 


The next pit has a Fomalhaut 
in it. Again, stick primarily 
with the boxing and Combos. 
It has a breath weapon, so 
don't get far away. 


Crawl up the next two ledges 
on the other side, but beware 
the three sentry robots hover- 
ing overhead in front of the 
doors. Empty the equipment 
vault there to get a Life 
Charger Medium. Go through 
the doors. 


Turn right to get the Battle 
Charger Medium from the 

equipment vault. Then drop 
into the pit with the Dubhe. 


Stay close to the Dubhe so it 
can’t poison you, and pound 
away on it with punches and 
Combos. When it drops, leap out 
of the pit on the opposite side. 
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Leap up on the second ledge 
and go through the doors. 
Turn to the right to get the 
life Charger Medium out of 
the equipment vault around 
the railing corner. 


The Castor inside the next 
area squares up in a chal- 
lenge immediately! 


Castor 


When you’re ready for it, 
attack the Castor. 


The Castor also has a bunch 


Enter the door set into the 
steel wall. 


FE 


As you enter the next build- 


of power-ups. If you start hav- ing, you hear burst 


ing trouble with the creature, 
use some of your inventory to 
even things up again. 
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Leap into the pit and fight the 


Cor Caroli. Stay with the crea- As with any of the ham-fisted 


ture even when it vanishes, 
and keep throwing punches, 
kicks, and Combos until it 
goes down. Then leap out of 
the pit on the other side. 


On top of the ledge, turn right 


and use the Life Pod to save 
your game and restore your 
health. 


warriors the Hybrids turned 
out, stay back from this crea- 


ture and use your boxing tech- 
niques to keep it off you. Even 


then, the Castor is incredibly 
aggressive. While you build 
Combos, it does too. 

Circle and let the Combos 
build up. You probably won't 
have time to build up a five-hit 
Combo more than once or 
twice, and even then you'll be 


hard-pressed to keep from hav- 


ing your head handed to you 
while you're doing it. Get a 
Combo together, let the Castor 
come after you, and use it. 
Some of the power-ups to use 


include Speed Drainer, Offense 


Drainer, and Defense Drainer. 
For yourself, have the Offense 
Enhancer, Defense Enhancer, 
Power Raiser, or Speed 

Enhancer as well as plenty of 
Life Chargers on hand. 


Don't be afraid to get risky 
with the Castor. Remember, 
the Life Pod is only a short 
distance away if you happen 
to get killed. You'll be start- 
ing out again right here. 


MUTA qoe entem 


Overhearing the conversation 
between Jerry and Anna 
Moody lets you know the 
Master has decided to sacri- 
fice the entire ship. 


When they spot you, Jerry 
leaves Anna with you. 
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Walk to the other side of the 


ledge and get the Battle 
[ Charger Large out of the Th s : 
B e Castor is basically a 
? fas aa i boxer. Back away and let the 
LE d ieda e top power bar fill. 


Keep banging away at the 
Castor until it’s destroyed. 


She flees from the room, and 
you follow. 
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ter the Life Pod on the right 
ve the game and restore 
health. 
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Put the Man in Black down Taketheelevatorupand go =" When Jerry leaves, follow him 
for the count! , through the next green-lit door. | | | | — through the green-lit door. 


Leave the Life Pod and cross | " merer 
over to the equipment cases. facie é 
Take the two Life Chargers X 
from inside. Turn right and 
enter the green-lit door. 


In the next room Jerry Silver 
prART Neither one of the red-lit doors is making a panicked phone Before you get through the 
Life, open for you. call to Alex Hunter. Evidently door, tremors shake the star- 
chargor: ep- 8l Hunter's not too interested in ship and fires break out. 
8 calling back. : : de 


Underground Shelter Top Level 


Elevator 


Find the green-lit door and go 
through. 


Go through the door, turn right 


The discussion between aad go up the ramp. 


Hunter and Jerry doesn’t go yc ‘ 
well for Jerry. Hunter com- 
mands Jerry to ambush you 
and get the Navigator back. 


Elevator 


Fight the Man in Black inside 
the next room using boxing tech- EXIT 
niques and staying close to him. 


Enter the green-lit door on the 
right. ` 


START 
Elevator 


Use biais] moves to do even 


e 


Fight the Fomalhaut inside the 
next room. 


Build up the Combos and go 
after the Metsuba hard until 
you completely trounce it. 


Stay on top of the Fomalhaut | 
until you defeat it. 


Back away and build your 
Combos, then hammer him 
with them. 


Use boxing and Combos to 
keep the Fomalhaut off you. 


Watch out for the 
Fomalhaut's breath weapon. 


Life 
pes] charger X @ 
—i Battle 


2. Charger X 
Life 
charger X 


Elevator 
EXIT 


Hurricane 
Shot 


Go through the green-lit door x 
in the corner. 


9 


Go through the green-lit door. 
Now turn around and face it. 
You'll see two equipment vaults 
on either side of the door. Take 
the Battle Charger X and Life 
Charger X inside them. 


Take the elevator down and 
step into the next corridor to 
fight the Metsuba. 


Turn around again and face 
the sentry robots. Blast them 
and empty the equipment 
vaults on either side of the 
door. Take the Battle Charger 
X and the Life Charger X. 


Elevator 


Enter the green-lit door and 
fight the Cebalrai inside. 


Wrestling the Cebalrai doesn’t 
work very well. 


Keep hammering away at the 
Cebalrai. 


Smear the Cebalrai with boxing. 
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Defense, | Code Changer 


Enhancer 


Battle ^S lon shot $P 


Charger, 


Large ^ , 


H 


Exploding 


Life Charger 
E Large 
Vire charger X 
aa 9 


Code 


@ 


Code ize changer 
There are two green-lit doors Go through the door and follow Changer Charger 
in this room besides the one the ramp up to the green-lit s om X 
you came through. Enter the door on the right. Destroy the 5 Battle 2 
one to the left of the door you sentry robots floating there. Charger X 
arrived through. nin \ Life Pod ” 


mmm 


—_ 


Enter the room and fight the 
Tegmine. Use wrestling holds 
to get the most damage done. 


Z 


Leave through the small door 
across the room. 


TT 


gust 


E 
Ww m 
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In the next room, a Canopus 
drops down and prepares to Throw the creature every 
fight. chance you get. 


Take the elevator up and go 
N H through the next door. 


Elevator 
START 


Use boxing tactics against it, 
and beat it down with 
Combos. 


EXIT 


Elevator 


START 
Elevator 


More tremors rip through the 
starship, shaking it to pieces. 


After the tremors quiet down, 
a Man in Black attacks you. 


Bring the Man in Black to his 
knees. 


Go through the green-lit door Battle the Tegmine inside this | Battle the Cor Caroli in the 


on the opposite wall. room using your boxing tricks. next room. Remember that it 
Don't wrestle him because it's can turn invisible, so trust the 
simply not effective. fighting instincts you've 


developed. 


Turn left and enter the Life 
Pod to save the game and 
restore your health. 


Once the Tegmine is down, the | 


force field drops at the other 3 Swap punches with the Cor 
end of the room. Use the Code EAT Caroli until you beat it to 
Changer and open the two i death. 


equipment cases to get the 


Level 9-2 9 Itane 


through the security door. 


Once the Cor Caroli is down, the 
force field in this room opens. 
Use the Code Changer, then 
1 Exit the Life Pod and blast the — ' open bs bus enega cases 
ir i Bes to get the lon Shot SP and the 
sentry robots out of the air in : Blast the sentry robots in the ek. deleted, 


next room as you pass 


front of you. 
1 through. 


Return to the corridor and 
Enter the green-lit door enter the security door. 


Ahead is a security door. 


Enter the door to the right of 


pdt the security door. 


Blast the sentry robots in the 
next room. With the easy part 
out of the way, look up. Two 
rocket launchers are sitting 
on two exploding crates. 
Shoot the crates and dispose 
of the rocket launchers to get 
two Battle Charges Large. 


1 
J Tip rvs much 


easier to 
destroy these 
rocket launchers if you attack 
them from higher up on the 
ramp rather than lower down. 


Enter the green-lit door by the 
security door. 


Battle the Naos in the next 
room. Remember to power 
punch it to knock free the Life 
Chargers Small. 
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At the back of the room, now 
accessible because the force 
field has dropped, use the Code 
Changer, then take the Battle 
Charger X and Life Charger X 
from the equipment cases. 


Out in the hallway, go through 
the security door. 


Walk to the top of the ramp 
and enter the green-lit door. 


Life 
Charger X 


HYBRID HEAVEN. 


í 
T, { 
| MB eer : 
is point it's best to return to the Life Pod you discovered 
we earlier. Restore your lost health and save the game after 
you've beaten all the creatures in this room. This way, if you get 
beaten by one of the final opponents, you won't have to beat the creatures in 


this room all over again. Don't worry about blasting the sentry robots. Run 
past them by staying close to the walls and avoiding their sensors. 


Turn right and take the lon Walk through the other green 
Shot SP from the equipment door. Jerry is waiting on you. 
vault. | He talks to you about his 
| | doubts and his own decision 
to live no matter what. 


Jerry is definitely the most 
dangerous opponent you've 
faced so far. Besides being 
loaded with power-ups to 
replenish lost life, Jerry also 
packs an arsenal of weapons 
that he uses without mercy. 
Your strategy here is sim- 
ple: it's an extension of other 
strategies you've developed. 
Stay close to Jerry and pound 
him every time your power har 
is full. If you have plenty of 
weapon power-ups, consider 


28727? Thu: 
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Empty the four equipment 
cases along the left wall to 


get an Offense Enhancer, a The elevator to the escape 


Life Charger X, a Battle route raises. using some of them, but 
punt X, and a Speed remember that you need to 
nhancer. 


have some in inventory for the 
final boss of the game; this 
confrontation is soon 
approaching. 

Hit Jerry from behind to 
double up on the damage you 
can rack up. 


The elevator is raising to the 
surface of the starship. 


Jerry has a bunch of guns, 
and he isn't shy about using 
any of them. 

Elevator 


Jerry announces he is going 
to defeat you while the 
escape starship hovers above. 


Stay close to Jerry and punch 
him out. 


Use wrestling moves to stay 
even closer to Jerry and 
inflict lots of damage. 


Keep dodging and ducking as 
you wait for the power bar to 
feed the Combos. Even with- 
out a full power bar, hit Jerry 
sometimes just to break his 
concentration and cause him 
to miss you. 


[s 


P dn un L ing trouble 
with Jerry, use 
some of those power-ups you 
worked so hard for. fin 
Offense Drainer or Defense 
Drainer would work wonders 
right now! 


Stay in Jerry’s face and keep 
walloping him. 


Jerry uses a lot of power-ups 
while he’s fighting you. Use 
yours to stay in the game, but 
remember you'll need some 
for later. 


Line Jerry up a final time, 
then punch him out! 


After Jerry goes down, even 
more destruction happens 
aboard the Gargatuan starship. 


The starship rips through the 
foundations that have kept it 
hidden for years. 


A nearby door opens up, 
allowing you inside. 


After a short trip through the 
shaking hallway, you spot the 
president alive, but tied up. 


You have also found all the 
aliens. There’s no one but you 
to save the day now. 


The alien Traitor puts in his 
appearance, dooming you to 
Hunter’s deadly skills. 


Hunter uses the technology at 
his disposal and teleports you 
from his office. 


In an instant, you're facing 
Hunter in an arena. It's kill or 
he killed! 


fllex Hunter 


It's possible to beat Hunter 
without any power-ups other 
than Life Chargers. The secret 
is to stay close to him and not 
allow Hunter to use his pistols. 

Hunter circles with you box- 
ing style as long as you stay 
close to him, but just out of 
grappling distance. Wait until 
the power bar fills the Combos, 
then take Hunter apart. But if 
he's on top of you, punch him 
or kick him anyway to buy your- 
self some time and distance. 
Keep moving to stay alive. 

If you've been saving those 
power-ups and have enough of 
them, use a few to weaken 
him. Especially use the 
Offense Drainer and Defense 
Drainer. But save some of 
these and the Life Chargers for 
the hardest fight yet to come! 
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Stay close to Hunter so he 
can’t use all of those pistols he 
carries. Otherwise he'll blow 
you apart from a distance. 


If you have the power bar 
built up, you can wrestle him, 
but don’t let Hunter grapple if 
you aren't. 


If Hunter does grapple you, 
use (®) to break free. If you 
have the power bar built up, 
chances are good that you 
can get loose. 


When you get a Combo ready, 
even if it’s not a five-hit 
Combo, lay into Hunter. If you 
keep waiting on the five-hit 
Combo, you'll get cut to 
pieces. Hammer him when 
you’ve got an advantage. 


Hit Hunter with everything you The wrestling arm throw appears Move quickly when you 
have, and keep on hitting to be the hold that’s most user- dodge; Hunter misses if you 
him. friendly. Hunter breaks free of a react fast enough. 

i lot of the others. 


When he falls, go after him, 
take away the distance and 
his opportunity to use those 
deadly pistols. 


Use wrestling holds when you 
have two of the slots filled in 
the power bar. One clobbers 
him, then step in behind and 
hit him to get some maximum — : 
damage. 


Knock Hunter against the red 
force field to keep him off 
balance. 


Continue the barrage of 
wrestling moves. Keep press- 
ing the attack to hammer 

Hunter. Even then, Hunter has power- 
ups of his own. Stay on top of 


him and keep pounding away. 


Even if you don't have one of 
the slots filled on the power 
bar, a punch from behind 
racks up a lot of damage to 
Hunter. 


If Hunter gets an advantage, 
he won’t let up. Don't let your 
health drop too much in case 
he gets an opportunity for 
multiple attacks. 


His guns are deadly if you let 
him use them. 


Keep slipping behind Hunter 
and put an end to him. 
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As soon as Hunter collapses 
for the final time, the Traitor 
drops in. 


Traitor 


The Traitor has a psychic offense that 
causes damage every time. Plus, he 
spews poison like a rabid rat- 
tlesnake. This is one of the reasons 
you've accumulated so many Poison 
Restorers. Stay on your toes. 

Stay in close to the Traitor, but 
not too close. He can project a wall 
of force that knocks you down and 
gives him the chance to hit you with 
the psychic attack again. The wall of 
force doesn't do any damage, hut the 


damage the Traitor can do before you : 


getto your feet is awesome. 

Your best strategy is to hit the 
Traitor every time he begins the psy- 
chic energy attack. Even if you don't 
have a full slot in the power bar, your 
attack disrupts his, saving you some 
serious hurting. 

Once he projects an attack, the 
Traitor floats away. Stay beside him 
but out of reach, and wait for him to 
turn. All the while your Combos 
build. When he turns, step in and 
attack him. 

Even if you're too far away to 
attack and hit the Traitor every time, 
attack with a Combo. It disrupts his 
attack and the Combo Set 2 will take 
you to him. You might miss the first 
and second punches and kicks, but 
you'll hit him with the others. It takes 
lime and patience to get the Traitor, 
but you can do it using only attacks 
without the help of weapon power-ups. 

Save the pistols (unless you just 
have bunches of them) for the next 
opponent. Some good power-ups to 
use here are a Speed Drainer, 
Offense Drainer, and the Defense 
Drainer. Put a Speed Enhancer on 
yourself if you have it. 


Stay close to the Traitor so he 
has to maneuver before using 
his psychic attack. 


deadly. 


wri Waa 


Get close to the Traitor. Even 
if you're too far away to get a 
good punch or the power bar 
isn't full, attack every time he 
sticks his arms out; he's get- 
from 7 ting ready to perform his psy- 
chic attack. 
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Those punches put a dent in 
his big brain every time. 


Step in and keep them com- 
ing. 


prepared to turn around and 
go after him at once. 


Don't get so close to him that 
his wall of force knocks you 
down. It won't hurt you, but it 


gives him the chance to 


launch an attack before you 


recover. 


Attack every time the Traitor 
starts to go into his psychic 
attack phase, just to disrupt 


i 


Once the Traitor starts float- 
ing, he moves very quickly. Be 


Go into your attack even if 
you're too far away. Instead 
of launching a Combo, 
though, select to throw one 
punch. That disrupts his 
attack and allows you to get 
close enough to finish with 
the Combo. 


Stay on him and whip him 
once and for all. 


After the Traitor's gone, you 
search around and find the 
president. 
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The aliens thank you for your 
efforts. 


When you release the 
Navigator into the power grid, 
the starship returns to power. 


Now you discover he wasn't 
actually one of the aliens. 
He's a parasitic organism 
named Mi'Goea. He changes 
shape before your eyes . . . 


As the ship readies for take- 
off, you and the president 
make your departures. 


... and becomes the fiercest 
creature you’ve ever encoun- 
tered. 


Underground Shelter Top Level 


In short order, you and the 
president are nearly to the 
final elevator. 


You send the president out of ^ 
the way and get ready to deal 
with Mi'Goea. "a 


Incredibly, the Traitor puts in 
another appearance. He's 
looking bad, but he's moving 
under his own power. 


É Stay away from Mi'Goea's 
K breath weapon; it causes a lot 
EAD TUR of damage. 


This is the creature you've 
been saving all those power- 
ups for. Mi'Goea is exceeding- 
ly difficult to kill. He has a 
breath weapon, can strike with 
his tail, and does incredible 
amounts of damage. 

If you have a number of 
pistols, you can whittle him 
down to size in no time. 
However, if you end up ina 
toe-to-toe confrontation with 
him, monitor your health bar 
and use the Life Chargers, 
Battle Chargers, and Super 
Restorers as you need them. 
Also make sure you have 
Poison Restorers. 

While fighting toe-to-toe 
with Mi'Goea, be aware that a 
hands-on approach isn’t effec- 
tive unless you have a major 
Combo built up. Mi'Goea 
seems to always get the first 
strike in, but after that he's fair 
game. Take the hit, roll with it, 
then clobber him! 

The best place to be is at 
Mi'Goea's side. Circle with 
him as he tums to stay out of 
his reach, then pound him 
when you have a Combo built 
up. Stay after him and you'll 
eventually put him down. 

Once Mi'Goea changes 
shapes again, which he does, 
he's a cinch to beat. Batter 
him with real enthusiasm. 
Consider using the following 
kinds of power-ups: 


* Any pistols 

* Offense Enhancer 
* Defense Enhancer 
* Speed Enhancer 
* Power Booster 

* Stamina Booster 
* Speed Drainer 

* Defense Drainer 
* Offense Drainer 


Step to the side to avoid the 
breath weapon. 


The breath weapon also 
comes poison-flavored. 


Wi one) z0. age 


Use pistols, like the lon Shot 
here, to cook Mi’Goea in his 
own shell. 


alt ren 
doom 


) 5-7 Step to Mi'Goea's side to 


pummel him and do the most 

damage. When you have a 

series of Combos ready to go 
»  iswhen you can hurt Mi'Goea 


(77. themost. 
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Hammer him every chance you 


get. Combos. 


It takes hard work to stay 

beside Mi'Goea like this. As you watch Mi'Goea's dead 
body, the corpse begins to 
shiver and shake. And change 
again. 


Stay to Mi'Goea's side when 
possible. You'll avoid the 
breath weapon attacks and 
build Combos. 


COATES 


In seconds, Mi’Goea stands 
before you in a new body. 
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Stili a dangerous; foa; Despite the fact that Mi'Goea 


has come back, he's much 
easier to beat now. Stick to 
your boxing and wrestling 
techniques. 


Use a pistol to burn Mi'Goea 
down. 


However, beware of his breath 
weapon. Stay in close so he 
can't use it often or accurately. 


Stand up to Mi'Goea and keep 


Slip around behind Mi'Goea 
and finish him off with a 
lethal Combo. 


When Mi'Goea's body hits the 
ground, it starts to disinte- 
grate. This time, he's gone for 
good. " 


The building continues to fall 
down around you. As you and 
the president run for the ele- 
vators, massive circuitry 
problems erupt from within 
the walls. 


Without warning, Diaz 
appears, ready for vengeance. 
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In a desperate attempt to 
keep Diaz from the president, 
you throw yourself and Diaz 
from the elevator. 


You manage to grab another 
elevator on the way down. 


But Diaz manages to throw 
you from the elevator when 
you struggle. 


Underground Shelter Top Level 


You and Diaz both survive 
when you land on the ground. 
It's time for the final fight. 


"4 any pistols or 

other power-ups, 
you can make short work of 
Diaz. However, beating him 
purely through skill is a lot 
more satisfying. Keep in mind 
that if he kills you, you have 
to go up against Jerry, Hunter, 
and Mi'Goea (in each of his 
three bodies) again. Play fair— 
just don’t let Diaz win! 


HYBRID HEAVEN. 


Diaz 


Slip behind Diaz after the 
wrestling throws and do extra 
damage by hitting him from 
behind. 


pN * 


Diaz is a great fighter, but with 
all the experience you have, 
he's done for. Fight smart. Stay 
back and pound him when you 
have Combos. Use power-ups 
to slow him, strip his offense 
and defense, and power your- 
self up. As long as you fight the 
way the game has taught you, 
using punches and wrestling 
throws, and making sure to hit 
Diaz from behind, you'll make 
short work of him. 


Beat Diaz down at the end to 
finish the game. 


The starship starts falling 
down all around you. 


While battling Diaz, use the 
punching and kicking skills 
that have brought you this far. 


with him. 


The president arrives, coming 
back down on the elevator 
platform to rescue you. 


Wrestling skills are good too. 


The president says he couldn’t 
let you die, that you are a hero. 


But escape still seems impos- 
sible as a giant mass of 
flames swirls up after you. 


You and the president barely 
manage to run down a tunnel 
ahead of the leaping flames. 


In the subway station, you 
manage to rescue the presi- 
dent one last time. 


The president says you should 
both get home; he'll handle 
the clone of himself. 


The president thanks you for You know who that gesture is 
everything you've done. meant for. 


Ravi 
patiga PE raval 


You take a cab, hoping to 
make your meeting. 


PEE 


But once she sees you, all the 
loneliness fades away and a 
smile lights her lips. 
Everything is just fine in the 
world again. 


A news report on the cab's TV — 
catches your eye. 


You watch as the president 
knocks the clone out and rais- 
es his fist triumphantly. 
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This Prima Fast Track Guide for The Gungan Frontier contains strategies to 
help you succeed in each of the missions. It also includes tips to make your 
job a little easier. 


For those desiring to master this game, Star Wars Episode ! The Gungan 
Frontier: Prima's Official Strategy Guide includes much more detailed and 
specific help. Howto make the most of the interface, detailed descriptions of 
plant and animal, and tips on how the various species interact with one. 
another are just some of the goodies available in the official strategy guide. 
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Over 150 


Prima Fast 
Track Guides" 
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